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UNLEASH THE FURY 


Following the events of the blockbuster Universal Pictures film, troubled scientist Dr Bruce Banner 
and his enraged alter ego, The Hulk, battle The Leader — a terrifying villain intent on unleashing 
a relentless army of gamma creatures on the world. Unravel The Leaders evil plan 
by using the brains of Banner, and unleashing the ultimate power and 
destruction of The Hulk. 
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45 devastating attacks to 25 fully destructible and Battle notorious classic Outsmart your enemies as 


dispose of your enemies. interactive environments - villains and massive new Dr. Bruce Banner, using 
if you Can see it, you can foes. Fight up to 10 stealth and disguise. 


smash it. enemies at once. 
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6, 


My bags are packed 
and I’m headin’ to E3! 


oy oh boy, this is my favorite time 
of the year, when | board the plane 
for sunny Los Angeles and the 
Electronic Entertainment Expo! 
Yep, the 2003 E3 is upon us, and 
in just a few short days I'll be checking out 
games like Metal Gear Solid 3 and Gran 
Turismo 4! The entire PSM team will be there 
in full force, loaded down with cameras, 
recorders and camcorders to bring back 


MEET 


the 


TEAM 


Ever wonder what a crack team 
of videogame journalists looks 
like? ...Aw, c’mon folks, just 
work with us a little, here... 


ON THE COVER | 0 








every scene and sound from the big show. 
We'll jam-pack more screens and info than is 
legally allowed into next month’s issue, so 
you'd better be sure to grab a copy! 

| guess | got a little ahead of myself, 
there—we've got a fantastic issue this month, 
headlined by your first-ever look at Namco’s 
R: Racing Evolution. And there's tons of other 
great things in here, too. Enjoy! (Now, where’d 
| put my suitcase...?) CHRIS SLATE 


| STEPHEN FROST 
| SENIOR EDITOR 


| LIKES: Fighters & Lovers 
HOBBIES: Technology 


What are your 4th of July 
| plans this year? 

| I’m hoping to join a secret 
government task force 
known only as G.I. Joe. 


BILL DONOHUE 
MANAGING EDITOR 


LIKES: polish-pope.com 
HOBBIES: Selling CDs! 


What are your 4th of July 
plans this year? 

To get through the weekend 
with my hearing intact and 
still have ten fingers... 


| I'm scared of loud noises, 


4 so I plan to be conflicted. 








Editor-In-Chief 


Adventure games, 
platformers and everything else 
Comics, hoops, DVDs, 
movies, anime, drawing, iPod 


RANDY NELSON 
REVIEWS EDITOR 


LIKES: Shooters, Racers 
HOBBIES: Action Figures 


What are your 4th of July 
plans this year? 


but I love pretty explosions, 


DAN FITZPATRICK 
ART DIRECTOR 


LIKES: Netflix 
HOBBIES: After Effects 


What are your 4th of July 
plans this year? 

lam a citizen of planet 
Earth, so | plan on making 
fun of Alpha Centaurians. 






I'm planning an all-day Medal of 
Honor gaming marathon, follow- 
ed by a breathtaking nightime 

fireworks display in Fantavision. 


ERIC BRATCHER 
" ASSOCIATE EDITOR 


LIKES: RPGs, Weird Imports 
HOBBIES: Saluting Old Glory 


What are your 4th of July 
plans this year? 





bn % } Grilling out, watching 
=< | fireworks, and giving thanks 


for our hard-won freedom. 


GARY LIEW 
ASSOCIATE ART DIRECTOR 


=< LIKES: Star Spangled Banner 


7__| HOBBIES: Plugging ears 


What are your 4th of July 


; plans this year? 


» }) my neighborhood park 


f \ I am going to hang out at 
fF 4} looking for free food. 


f all the PlayStation 2 launch games, we probably played more Ridge Racer V than 
anything, and R4 is our all-time top PSone racer. The control in those games is just 
so damn fun! We are so ready for the next level of racing in R: Racing Evolution! 
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Explore, dog st cies wink soak ofthe abet characters you have ever 
played with, in the first-and-only, fully-open, i ve, 3-D, racing videogame. 


© 13 alluring characters and dozens more hidden 
© 12 massive and enticing tracks 

© Unique and mesmerizing mini games 

© Amazing head-to-head multiplayer action 





oe . Get your interactive freak on at 
the amazing Freaky Flyers website. 


Log onto www.freakyflyers.com 





Visit www.esrb.org or 
call 1-800-771-3772 
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SPHINX: THE SHADOW OF SET 


First Look! Why settle for just walking like 
an Egyptian, when you can play like one? 





Sel f Mad * a 


R: RACING EVOLUTION 


<< THIS HAS COT TO BE 
THE FIRST GAME WHERE 





amco’s Ridge Racer series takes an 
unexpected turn! Get your first 





look at screens of Namco’s YOU RACE FAST CARS AS rae 5 
amazing next-generation racing game! EAST WOMEN.. >> Jet Li brings all of his astounding moves to 


the PlayStation 2! New can’t-miss screens! 


MEDAL OF HONOR RISING SUN 
War is hell! Do you have what it takes to 
stop the Japanese onslaught in the Pacific? 








RESIDENT EVIL: OUTBREAK <= 
Mindless, evil zombies are loose on-line... but 
did you know about the single-player game? 
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Who needs pavement when you're behind 
the wheel of a souped-up MINI Cooper? 
Tear through subway stations, rip apart golf 
courses,.and plow through storm drains as 
you pull off the: ultimate gold heist. 


NJOB 


Master 4 modes from death-defying 
stunt driving to multiplayer madness. 








Race through L.A, 
driving 10 different vehicles. 


__ A high-octane arcade racer 


ay Bonus features including 
based on the blockbuster movie. 


movie footage, interviews, and more! 
int 
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YOUR INSIDE LOOK AT THIS MONTH'S HOT TOPICS, GEAR, AND GAMES » JULY 2003 


PSM Te 





ZOSPLINT 









> Sam “One Man 
Army” Fisher returns to 

action in new environ- 

ments and sporting a 

more refi ined+-yet still 

intimidating—look in / 

next year’s Splinter Cell: . S 
Pandora Tomorrow. f \ 


It’s still quite early in the development of 
Splinter Cell: Pandora Tomorrow, but in this 
series of images you can see the evolution 
from early sketches to concept renders. Sam is 
sneaking his way around the levels on develop- 
ment hardware right now, but Red Storm will 
hopefully have him up-and-running (and slowly 
S41 tip-toeing) on PS2 silicon following E3. 


CE 














<4 There’s Sam, 
or at least what 
looks like him, 
using a car for 
cover—the levels 
will have more 


" objects to 


integrate into 
your sneaking 
strategy. 





<< YOU CAN COUNT ON US 
PUSHING THE PSe TO ITS LIMITS >> 
-DOMITTLE DOAT, PRODUCER 


SAM FISHER RETURNS WITH 
MORE MOVES, COOLER GEAR, 
AND ONLINE PLAY! 


e’s the most lethal closed number of new moves, Sam will continue 
special agent since weapons, and gadgets, all of which to work alone, 
Metal Gear’s Solid Red Storm promise will have the same __ there will be other 
Snake, and he’s infiltrat- “cool factor” as those of the first Third Echelon 
ing PS2 for another game, while still retaining a close agents in the 
stealth-packed mission adherence to the realism of current field—part of new 
early next year. In the early stages of | and near-future spy hardware. “shadow nets” of 
development at Red Storm The locales in which Fisher’s Splinter Cells. 
Entertainment, the game (titled Tom missions will unfold will also be more Back to online 
Clancy’s Splinter Cell: Pandora varied—as you can see from these play: world-be 
Tomorrow) promises to bring a screens, he'll be operating in jungle secret agents will 
number of new elements—different environments, among others. Every be able to tackle 4 
environments, new weapons, and aspect of the visual design is also missions coopera- ‘ 
more—to the series’ universe, but its seeing enhancement, from level detail tively over the net, ae i a 
Most significant addition for many to lighting. There's even the promise of °F Square off Render or not, Sam Fisher never 
Splinter Cell fans will surely be online new situations, such as Sam having to _ 4gainst one another—but not as fails to look like abadass. 
play via the PS2 Network Adapter. work undetected amongst far more Fisher. He, unfortunately, won't be a te 
That's not to say that this will civilian foot traffic than before. selectable online character. 
simply be a “Splinter Cell 1.5” with A tight wrap is being kept on plot Stick with PSM for much more on 
new missions. Sam will have an undis- _ details, but we do know that while the game as its release draws closer. 


better 


__ Nicely rounded edges, be 
__ textures, and more details aboun 


<4 An early pro- sae ie <4 This render of ; idk 4 If this concept 
duction painting =f : 4 se potential in- 3% render is 

shows a cool s - Bes Sa game visuals 4 anything to go 
new locale: a = g probably isn’t € by, Sam will be 
secret submarine ‘, — too far off from able to climb a 
dry dock. Does 5 . 8 what we can lot more than 
this remind — expect in real - pipes this time 
anyone else of ‘ time. As before, Ae / around. We can’t 
Raiders of The ‘ expect hyper- wait to see his 
Lost Ark? —— realistic lighting. ’ new moves. 
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HEWS PEER 


= NEED FOR SPEED GOES : 
UNDERGROUND 


The next game in EA’s supercar racing series 
is taking a bit of a detour from its norm. 
Developed by the team behind Hot Pursuit 
2, Need For Speed Underground will still 

have the series’ trademark cop chases, but 
will focus on the yet-unexplored world of 
underground street racing. Okay—we were 
attempting to be funny there. Anyway, back 
to the serious stuff, the game will feature 
(obviously) a large roster of licensed cars, 
including Subaru and Mitsubishi, and a 
whole slew of aftermarket parts to upgrade 
them with. Screens next issue, race fans! 


= MORTAL DOT-KOMBAT 
It’s confirmed: as hinted at a couple of 
issues back, the next Mortal Kombat fighter 
will indeed support online play when it hits 
PS2 in 2004. That’s all we know for now, 

| but the implications of having Scorpion 
spear an online opponent and then yell 

- “Get over here!” are strangely fascinating. 


= ANOTHER DARK CLOUD 
LOOMS FOR PSe 


| Can you guess what the developer of Dark 
Cloud 1&2 is working on at the moment? If 
you said “Dark Cloud 3,’ you're right. 
Expected to make its debut this year in 
Japan—and hopefully by year’s end in the 
U.S. if not next spring—the game is said to 
have a much darker tone than the first two, 
but no details have been revealed beyond 
that to date. 


=» ACTIVISION HEARS THE 
CALL OF DUTY 


Not to be left out of the WWII first-person 
shooter game, Activision is feverishly 
working away on its answer to EA’s Medal of 
Honor franchise, known as Call of Duty. 
Under development at newly-formed 
Infinity Ward, which itself is comprised of 
22 former MOH staffers, the game will have 
players donning the gear of U.S., British, 
and Russian soldiers battling against the 
Nazis while on foot and in vehicles. Expect 
to see the game on shelves by the end of 
the year. 


"3 HEY, WASN'T IT ALREADY 


A MOVIE... ? 


There’s still some debate over whether The 
Getaway was a movie first and game 
second or vice-versa, but whatever the 
opinion, Sony Screen Gems is set to enter 
production next year on a movie based on 
the best-selling game. That’s about all that’s 
| been made public at the moment, apart 
from the fact that the studio is shooting 
(pun intended) to get the movie out in time 
for the release of The Getaway 2 (Get 
Further Away?) on PS2 which is slated for... 
well, it hasn’t actually been announced yet. 





MEET THE NEW PSe 


e know what you're 
thinking: “those PSM 
guys are nuts—that 


looks just like the old PS2!” 
While our mental states won't 
be brought into question here, 
what you see on this page is 
quite different from the PS2 


cooling fan significantly, and 
axed the i.Link port, which had 
only been used for system-to- 
system link play so far. 

Sony hasn't said so yet, but 
we expect that the new remote 
and DVD drivers (which support 
480p movie playback) will be 


an announcement of U.S. rollout 
plans will likely be made (or 
have been made, by the time 
you read this) at E3. 


CO 


we've come to know and love 
on the inside. 

The biggest change: Sony 
has managed to combine the 
Emotion Engine and Graphics 
Synthesizer, the two chips that 
make the PS2 go, onto one 
chip. What does that mean? 
Nothing really in terms of its 
affect on games, but it’s 
otherwise a technological feat 
of some significance. It also 
means that the chip, and thus 
the PS2, is cheaper to produce. 
Price drop sense tingling... 

Of more tangible importance 
to gamers, this new version of 
PS2 finally includes support for 
progressive scan DVD playback. 
Furthermore, it features a new 
remote control with the added 
ability to turn the PS2 on/off 
and reset it from afar, plus 
open/close the disc tray 
remotely. The IR receiver no 
longer needs to take up a con- 
troller port; it’s built-in. Sony 
has also quieted down the 


made available separately to 
current PS2 owners at some 
point. As of this writing, the 
new model PS2 has 

only been 

announced for 

Japan, but 


Ah... sweet, sweet 
remote reset ability, you 
are finally ours! 


It might not look 
different, but its guts 
have shifted around more 
than Bill’s after an all-day 
roller coaster marathon. 


RANDY SAYS: “There's only one 

reason for the new PS2: cost- 

cutting. By slimming down every- 

thing under the hood, Sony has 

made the system cheaper to produce, 
so even when a price drop happens, it’ll 

still make plenty o’ dough off the machines. The 
new features are just icing on the cake” 


WHAT DO 
YOU THINK? 


We asked visitors to 
www.psmonline.com which 
feature of the new model PS2 
they liked most. We expected pro- 
gressive scan DVD playback to be 
high on the list, but never dreamt 
that the ability to power on/off 
and reset the system remotely 
would be so popular! 


Remote disc tray 
open/close (6%) ——e® 


Built-in remote 
receiver (10% 





DVD remote 
included (12%) 
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CHRIS: PS3? Bring it on! | bought my PS2 
three years ago on the day it launched, and the 
games are already starting to look—dare | say it— 
old to me. I'd love to see PS3 hit in 2004. 





RANDY: Believe me, I’m all about the latest 
and greatest technology... but | think PS2 still has a 
lot of untapped potential—just like PSone, which 

had some really cool games later in its lifespan. 






Ch 


CHRIS: I'm not saying “can the PS2? just go 
ahead and get the PS3 out there for us early- 
adopters that will have played PS2 games for a full 
four years come 2004. Why is my face like this? 














RANDY: You do realize you were singing just 
then, right... ? Anyhow, it doesn’t make any sense 
to launch a system early just to satisfy hardcore 
fans, plus it would also mean giving developers less 
time to create some really good launch titles. 























CHRIS: Then get those punks to work on PS3 
games right now! What really bugs me is that the 
PS2 was supposed to offer all these new types of 
game experiences, but it’s basically churned out the 
same games we saw on PSone, just with better 
graphics. I’m hoping we'll see a bigger difference 
next generation. What’s wrong with my jaw? 











RANDY: | don’t know, but you might want to 
get that checked out. Back to our topic, just 
because PS3 will be more powerful doesn’t mean 
that the games will magically be better. That’s why 
I'd rather wait—so there’s more time to concoct 
new ideas. Oh, and I’m not mad, just really tired. 









See my hands? They 
don’t have a PS3 in ‘em, and 
| don’t expect one ‘til at least 
2005. Heck, I'd be willing to 
Wait ‘til 2006 if it meant 
that I'd see games that 
really push graphics 4 
CofaTe tl unt=)®) e\VaCe) 


the next 
level— = 
not just — 


prettier 
versions of 

_ what we're 
playing now. 


If | kind of wink and 
lean to the side like this, | 
can almost see what you're 
™>. trying to say, Randy. 

Hn (=) PNYOLEM c= 8) 00) 0y-] 8) \Vg 
) right, | just want bigger, 
better, cooler 
games now. | 
also want 
some new 
13) p10) Coo Fs] <=) 9) 
for this 
section. 








FIRST INFO 


SONIC BOOM! 


Sonic The Hedgehog: coming 
fo a PS2 near you. Plus, 
Sega [finally] announces 
more PS2 games! 


eeing Virtua 
Grane 
running on 


a non-Sega 
console was 
weird enough, 
but in just a few 
months, we're ‘ 
going to be seeing 
something even 
more mind-boggling: 
Sonic The Hedgehog, 
Sega’s mascot 
character, running 
(very fast, no doubt) 


on PS2. That’s because Sega has revealed 
Sonic Heroes, the first multi-platform 
Sonic game (it’s coming to PS2, 
GameCube, and Xbox) for release later 


this year. 


Details are pretty basic at this point, 
with much more sure to be divulged at 
E3, so be sure to check back next issue. 
What we know so far is that, for the first 
time in a Sonic game, you'll actually be 
controlling multiple characters simultane- 
ously (hence the “heroes” in the title). 
Those heroes would be Sonic, Miles “Tails” 
Prowser, and Knuckles the Echidna. 












A We'll have to wait 
and see if Sonic 
himself undergoes a 
redesign for his 
latest adventure. 


So the hedgehog’s finally coming to 


PS2, but he's not all Sega has in store for 
the console in the coming year. In 





addition to the already announced Altered 
Beast, Headhunter: Redemption, and 
Vectorman, we can expect Kunoichi 


(potentially a sequel to Shinobi starring a Ae es 
female ninja) and a samurai action title : 
called Dororo (both working titles). 





A Vectorman loves the smell of shattered metal 


fou'll play two roles in Headunter: 
Redemption: a gruff bounty hunter and (as seen 
above) a beautiful underground freedom fighter. 





sen 











in the morning. It smells like... eh—it just smells. 
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SONY’S SHOCK 

AllD AWWW... 

Gel: this: Sony Computer Entertainment 
America actually trademarked the term 
“Shock and Awe” (used to describe the 
U.S's military tactics in Iraq) for use as 
a game name. Shortly thereafter, SCEI, 
the Japanese parent company, gave 
them a talking to and the trademark 
application was retracted... only to be 
snaiched up by Midway. 


SOCOM ONLINE CHEATING 


Thaliks (or no thanks) to various code 
devices on the market, the world of 
online SOCOM play has become 
packed with invisible, unstoppable 
checiters who basically make the expe- 
rieniie not-at-all fun. Hopefully Sony’s 
cool.ing up a way to prevent this sort 
of exploitation in the sequel. 


DELE-LITE-FULL 

ULALA SUIT 

Deee-lite singer Lady Miss Kier has 
sued Sega, alleging that they ripped off 
her trademark look, moves, and even 
catcti phrase (“ooh-la-la”) with the 
Space Channel 5 series. She says that 
its ct aracter, Ulala, looks and moves 
way ‘00 much like her. Evidently, Sega 
even approached her about basing the 
charecter on her early on. Ouch. 
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RUMORS 


PS3: THE SILICON IS OUT THERE 


Yet another PS3-related rumor quickie: select 
developers have obtained early PS3 hardware and 
have begun technology research on launch games 
for the system. It’s unclear what form the hardware 
is in, but it’s said to be able to put plenty of 
polygons on-screen. In a related rumor, Sony has 
brought in programming talent familiar with devel- 
oping graphics APIs, such as Microsoft's DirectX, to 
make PS3 easier for developers to learn. 


DEUS EXCLUSIVE 

Bad news: PS2 may not be getting a port of the 
superb-looking PC sequel to Deus Ex. Good news: 
PS2 may get an exclusive, all-new Deus Ex game. 





UNREALLY? 


We have it on good account that Infogrames/Atari is 
working on a new Unreal game for PS2. The catch 
is that it supposedly isn’t a port of Unreal Il. 


FROM METHOD MAN TO SUPERMAN 


Electronic Arts’ latest license acquisition (how many 
have they had in the past five years, a thousand?) 
will be none other than the Man of Steel himself. 
EA‘s Superman game(s) will be based on Warner 
Bros: upcoming Superman movies. 
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UNCOMMONTARY 


THE LOST ART 
OF LEVEL 
DESIGN 


By RANDY NELSON 





played had you running 

around boring mazes that 
had absolutely no personality or 
any trace of imagination put into 
their design. Now that would be 
scary. What scares me is that we're 
already seeing this happen in far too many games— 
even those from some of the most respected 
companies and designers in the business. 

Next to the core play mechanics—what the 
character can do within the game world—level design 
is (or at least used to be) the second most important 
element of a game. More important than graphics, 
sound, and especially cutscenes. One of the reasons 
we play games is to do things we never could in real 
life, to become superheroes in a sense. Another reason 
is to explore places we never could in the real world, 
either. Places that, while you're exploring them, have 
you wondering what sort of challenge awaits around 
each corner or behind every door. 

More and more in recent years, many developers 
have seemingly shifted focus away from level design 
onto less important areas. Maybe it’s a sign of the 
times—you’ve gotta have great graphics to sell your 
game, and with the power of PS2 to work with (or 
wrangle with), it takes longer—and, more importantly, 
more money—than ever to generate all the art, 
models, etc. that make up the way a game looks. 

What they fail to realize is that no matter how good 
a game looks or sounds, it’s all pointless unless the 
world you're dropped into is fun to explore. Even if 
your character has the coolest moves in the world, 
they're no use if their surroundings don’t take 
advantage of them. 

Hideo Kojima, creator of the Metal Gear series, was 
one of the first to realize the important role level 
design would play in the age of 3D games. He meticu- 
lously assembled mockups of Metal Gear Solid’s areas 
using Legos, and the result was one of the best- 
designed game worlds ever. Unfortunately, too many 
designers are still stuck on the concept of “point A to 
point B? visualizing their worlds as runs to a finish line 
rather than scenic routes with lots of interesting 
landmarks along the way. 

So the next time you play a game, count the 
number of times something about its levels make you 
say “Wow, that was clever!” I’ve found myself saying 
that less and less as of late, but I’ve still got hope that 
as developers jump the hurdle of technology, they can 
get back to the basics of making worlds—and making 
us say “Wow!” around every turn. RANDY NELSON 
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Face your gravest fears in an all-new, nightmarish first-person action-shoofer 


adventure for your PlayStation®2 computer entertainment system. Encounter a 
new level of horror as you battle flesh devouring zombies and murderous mutants 
fo regain control of a sea-jacked cruise ship lost in the Atlantic. 


Intense blend of action, puzzle UPGRADE your weapons as you Supports GUNCON’2 light gun 
Solving and DEAD-ON ‘graphics progress through the game eng DUALSHOCK"2 controllers: 


© capcom.com 





Blood and Gore 


v/, 

Violence © CAPCOM CO. LTD., 2003. © CAPCOM U.S.A., INC. 2003. ALL RIGHTS RESERVED. CAPCOM, the CAPCOM logo and RESIDENT EViLare registered trademarks of CAPCOM 
LTD. RESIDENT EVIL is a registered trademark of CAPCOM CO., LTD. Guncon™ 2 & ©2000 NAMCO LTD., ALL RIGHTS RESERVED. The ratings icon is a registered trademark Ee s 
Interactive Digital Software Association. "PlayStation" and the "PS" Family logo and DUALSHOCK are registered trademarks of Sony Computer Entertainment Inc. E 
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FIRST LOOK 


BATTLE ROYAL 


‘BOs classic Prince of Persia returns 


as a stunning 3D action-seventure 


rince of Persia: The Sands 
of Time takes the pioneer- 
ing (for its use of rotoscoped 
animation, sort of a precursor 
to motion capturing) side-scrolling 
action-adventure series into 3D, 
promising to deliver the same 
fluidity of motion in polygons while 
introducing a new Prince who 
is more adept at fighting—with 
sword and bare hands—than ever 
before. 
The atmosphere of the earlier 
games look to have made the 
transition well, and the Prince 
will be making full use of his sur- 
rounding —he can leap off and 
run along walls, for instance. There - 
also promises to be an engrossing 
story that sees the hero maturing 
from an untested warrior into a 
hardened, battle-tested champion 
of good. Look for it this fall. 





VERSUS MODE 


Games: Visual styles vary; no 
two ever look exactly the same 


Life: The same boring textures 
and effects every single day 


Life: Human vision is limited, 
but it’s better than HDTV 


ROUND TWO: GAMEPLAY 


Games: Play as a hero, sports Life: Work as a data entry clerk, 
pro, ace pilot—you name tt! accountant, waiter—you name it! 


| Games: Most are currently 
limited to 640x480 resolution 


Wage: 


e: Games 


Games: Control exotic cars, Life: Control a mid-sized family 


giant robots, spaceships, etc. sedan and maybe a boat 


\dvantaaqe: Game: 


ROUND THREE: PRESENTATION 





Games: Save points allow you 
| to easily rectify mistakes 


Life: There's no way to go back 
and fix your mistakes 











| Games: Generally offer several 


Life: You only get one life, and 


lives and multiple continues there aren't any continues 


~ WINNER: VIDEOGAMES _ 
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eeST LOO 


THE SIMS BUST OUT 





N° one could quite predict how The Sims, EA’s mega-hit PC life simulation, would do 
on PS2. As it turns out, the series has been a hit here as well, so the gears to in 
motion to turn out a sequel. 

Tentatively titled The Sims Bustin’ Out, the game will expand on the first by allowing 
players to leave the house and explore the neighborhood and world surrounding it. There will 
even be new job types to tackle, including mobster, athlete, rock star, and slacker (if you can 
call that a “job”). 40 new characters are also on tap to liven up your (virtual) life. 













www.ps 











WAKEBOARDIN 


UNLEASHED |!) SHAUN MURRAY 


HOLD ow TIGHT 


EVERYONE 
i 


Comic Mischief ; a 
PlayStation.2 PX e@amenorssmce haba 
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© 2003 Activision, Inc, and its affiliates, Published and distributed by Activision Publishing, Inc. Activision is a registered trademark and Activision 02, Sports Revolution and Wakeboarding Unleashed are trademarks of Activision, Inc. and its affiliates, All rights reserved. Shaun Murray is a trademark of Shaun 
Murray. Developed by Shaba Games, LLC. Microsoft, Xbox and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries. All rights reserved. TM, ®, Game Boy Advance and the Nintendo GameCube logo are trademarks of Nintendo. © 2001 Nintendo. 
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.AND MY AXES 
HOLD ON--THIS 
ISN'T THE 
COUNCIL OF 
ELRONDS 


CHECKPOINT 


You’ve found it: your one-stop spot for all the best stuff headed your way 
(Please keep in mind that release dates do change—don’t blame us it they do!) 


Current Releases ew bin G ws 
rm | GENRE PUBLISHER | Ig a fec ef 








Gran Turismo 4 





her: Sony Type: Racing Re e: 
By the time you read this, say will fate officially unveiled G74 at 
the E3 expo. We'll have full coverage in the August issue of PSM, 
but for those who haven’t caught any E3 coverage—or like to wait 
for ours—we can confirm that the game will have more cars, 

©) tracks, and modes, plus a whole new engine and online play. 


Lord of The Rings: The Return, of The King 
Publisher: Electronic Arts Type: Action R 2; November 

The king of fantasy tales returns to ps2 a ‘ai aaa before 
the third and final film in the saga hits theatres. EA is handling 
development of ROTK internally, and has made some signifi- 
cant upgrades, including much higher poly counts (the charac- 
ters are nearly four times as detailed), cooperative play, more 
playable characters, and a branching story mode. 








Final Fantasy XI 

Publisher: Square Enix Type: RPG Release Date: Fall 
What's the deal with PS2’s big online RPG? We get countless 
letters each month about FFXI’s status, and as of this writing, 
there’s still no solid release plan. The game is officially in beta- 
testing in the U.S. (some of you may even be playing it right now), 
but all will be revealed at E3—we’ll have much more next month. 





GENRE PUBLISHER 


Driver 3 

Infogrames Type: Action Release Date: 2004 

The bad news: one of your 10 most wanted games got pushed 
back to sometime in 2004. The good news: we can only 
assume (no jokes about assuming!) that Reflections—a.k.a. the 
game’s developer—is making some significant additions to the 
series, in light of G7A3. Given the big delay, we have a 
sneaking suspicion that online play may be one of those. 





Castlevania 

Publisher: Konami Type: Adventure Release Date: Fall 

No screens yet, but we can confirm that the latest installment in 
the classic series is going fully 3D on PS2. No more side- 
, scrolling—instead, the game will feature polygonal environments 
j and characters with gameplay system that so far looks akin to 
©) Devil May Cry’s. We'll have more info and first screens next issue! 






GENRE PUBLISHE 





1. Midnight Club fl 
bli Rockstar Developer: Rockstar Type: Racing 
The single player mode is excellent, but the real fun 
(and we mean FUN) is online play. Definitely worth 
getting a Network Adapter and broadband for. 


S 2. NBA Street Vol. 2 
ES »: EA Sports BIG D -: EA Canada Type: Sports 
We haven’t had this pach fun since Chris did that 
360 one-hand slam over Randy on the PSM court. 
Well, it was more like a 3-pointer with lots of rim... 


3. Zone of the Enders: The 2nd Runner 
isher: Konami Developer: Konami Type: Action 
It’s not aaaetiy anew reese: but this i is still one 
major PS2 “experience” that no one should miss. 
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Here’s a look at some of the 


hottest new gear and goodies you 


should keep an eye out for 


From: Hobbico (www.microsizers.com) 


Price: $34 
Available: Now 


Unless you’ve 
been living in 

a cave (or 
under a rock, 
or on another 
planet, etc.) for 
the past year, you’ve 


no doubt caught sight of 4 The sad thing is, these tiny cars 


the hot mini R/C car 
craze. These tiny (just 


over one inch) full-function speedsters are made by and online, the two sets each include one car, a 

various companies, but some of the most well known remote/charger, and four body colors. Just like their 
come from Hobbico under the MicroSizers brand. So, other MicroSizer counterparts, the cars can even be 
how does this involve games? Well, Hobbico and upgraded with performance parts—now that’s cool! 








2. Revenge of The Ninja 


3. Rage of ui Uentiar 











TOP 10 PS2 GAMES | 


FOR MARCH 


1. Tenchu: Wrath of Heaven 


2. The Getaway 
3. Def Jam Vendetta 
' 4. GTA: Vice City 
5. Xenosaga 
6. Yu-Gi-Oh! DOTR 
7. MVP Baseball 2003 
8. SOCOM: U.S. Navy SEALs 
9. Dynasty Warriors 4 
10. NBA Street ; 


Stu 


‘olinjuly 
; ony 
| & i Zipper Interactive 








! Tenchu: Wrath of Heaven ' 1. Zelda: the Wind Waker (GCN) 
EF 


+ 2. The Getaway ; +’ 2. Pokemon Ruby (GBA) 

3. GTA: Vice City :_ 3. Pokemon Sapphire (GBA) : 
4. SOCOM: U.S. Navy SEALS 4. Tenchu: Wrath of Heaven (PS2) 
5. Dynasty Warriors 4 5. The Getaway (PS2) 

6. Ace Combat 4 __ +6. Def Jam Vendetta (PS2) 

T. Tom Clancy's: Ghost Recon T. GTA: Vice City (PS2) 


8. Crash Bandicoot: WOC 8. Xenosaga (PS2) Pn CAST YOUR VOTE! 


*9. The Simpsons: Road Rage... 9. Yu-Gi-Oh! DOTR (PS2) 









: ; 
Readers 
=D — AER En ee 


1 els FANTASY X-2 


















F Square 
': Square 
ate: TBA 
€ | After going hands-on 


353 with the game, it’s near 
votes the top of our list, too. 





, ce recently 

| teamed up 

to deliver 

8 a @ special edition 

“A «Auto Modellista 
MicroSizers featuring 
actually control better Cars and paintjobs from 
than the ones in the game. the online racer. 
Available at hobby shops 












2: U.S. NAVY SEA 


: Fall 
ad More wanted than Gran 
Turismo 4? The original’s 
votes loyal fanbase speaks! 








07/15/03 2. The League 07/11/03 s 
‘ : e name but the a L FANTASY X' 
07/15/03 3. Pirates of The Carribean 07/11/03 Square Enix Devel Square 
pee Seta pees en isaa ae votes Beta-testing continues on the U.S. version. 
07/01/03 4. Spy Kids 3-D: Game Over 07/25/03 é iB Ns : 


07/15/03 5. Tomb Raider: The Cradle of Life 07/25/03 









~ Infogrames : Reflections 
94 >: TBA 2004 

; votes Delayed, but the wait should be worth it. 

ACTION TOP10. . OVERALL TOP10, ° ae RIE me SaaTEREAD 
FOR MARCH §:, | ‘FOR‘MARCH © 





ws 2 


c 


SILENT HILL 3 
WY 9 olisher: Konami Developer: Konami 
80 > : August 
votes Shaping up to be the creepiest yet. 











Visit www.psmonline.com and pick your most wanted 
game from our list of the hottest upcoming releases. 
We'll tally the results, and print “em here each issue! 





10. Max Payne 10. MVP Baseball 2003 (PS2) 














~ operations say weapons and assassination. Hitler's head of the SS, Heinrich Himmler, is twisting § Soianee - 





~ and the occult into an army capable of annihilating the Allies: The balance of victory isin your’ hands. 


ee 


met 





RETERY JO CRSTLE 











Escort captured Pandentanke and 


Traverse forests, cities, Egyptian villages : 
shred the undead into oblivion. 


and crypts across ovér 30 levels, ~ <q 









authentic-and experimental weapons. 


PlayStation.2 








Anfiltrate top-secret airfields 
and compounds and silently 
assassinate Nazi officers 





Blood and Gore 


Violence 








“rasterproductions. faseftwares contr activision.com 
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© 2001-2003 Id Software, Inc: All rights reserved., Published’and distributed by Activision Publishing, Inc. under license. Réturn to Castle Wolfenstein: Operation Resurrection, Return to Castle Wolfenstein, the Return to Castle 
Wolfenstein logo, the id Software name and the id logo are either registered trademarks or trademarks of Id Software, Inc. in the United States and/or other countries. Activision is. a registered trademark of Activision, Inc. 
and its affiliates. Licensed: for play on the’ PlayStation°2 computer entertainment systems with the NTSC U/C designation only. "PlayStation" and the "PS" Family logo are registered trademarks of. Sony Computer 
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CONTENTS 


EJ Arc The Lad: TOTS 
EQ Chaos Legion 








EE) Resident Evil: Dead Aim 





24) Wakeboarding FSM 





Ed X2: Wolverine gr 


SCORING 


(i cuassic 
A rare gem; Our highest 
tecommendation 


(3 oursTanoinc 


One of the belter games this year 


8 Ayan) 


You can’t go wrong 


7 ey 


A solid game 


OKAY 
Kind of fun, but no big deal 


-S0 
You've rca to love the subject matter 


28 vackin 


Big flaws ae hurt this game 


BAD 
Not fun at all 


ED awe 


This lal as an insult 


WHY? 


Why would anyone do this to us? 


3 e take our reviews very serious- 
W ly. We spend hours upon hours 

playtesting each title so that we 
can give you the absolute best informa- 
tion to help you buy. 

Games that score an 8, 9 or 10 earn 
a Bronze, Silver or Gold PSM Must-Buy 
Award. We don’t hand these beauties 
out easily, so if you see one on a review, 
a game box or advertising, you'll want to 
be sure to check that game out. 

Finally, when looking up past scores, 
keep in mind that older games usually 
wouldn't fare as well if they were 
reviewed today. 





PSM 3" Se 


THE WORLD'S MOST ACCURATE, IN-DEPTH GAME REVIEWS > JULY 2003 


A It wouldn’t be an nextrente sport if you couldn't 
catch big air—and you can catch some really big air. 


WAKEBOARDING ... 


UNLEASHED 


Featuring Shaun Murray 








PUB ACTIVISION | DEV SHABA GAMES | TYPE EXTREME SPORTS | MAX PLAYERS TWO | ESRB RATING EVERYONE 









quite 


Tony Hawk on wafer, 
but still a seriously 
wet ‘n’ wild ride 





irst came skateboarding. Then there was snowboarding. Now we have 

wakeboarding. The extreme sports genre has seen all kinds of boarding 

games, but none so far have been quite like Wakeboarding Unleashed. One 

part Tony Hawk, one part SSX, and one part inspiration, the newest entry 

in Activision’s 02 line of extreme sports games promises to change the 
way you think about water sports. 

Wakeboarding Unleashed is different from other boarding games if only because of 
the boat. In wakeboarding, you are never moving under your own power, rather you are 
always being pulled by the boat. This can make for some interesting gameplay mechan- 
ics, because you are beholden to that rope. If the boat turns, so do you. 

Thankfully, the developers at Shaba Games realized a permanent tether could be a 
bit on the boring side, so they gave players the ability to cast aside the rope and ride 
their momentum for a bit. When you start to slow down, press a button and the boat 
driver tosses out the rope. It may not be realistic, but it does allow for larger levels, 
more complex tricks and plenty of hidden passages. 

While the physics model found within the game is going to be familiar to anyone who 


PSM 


ie gcuely 


A new twist on the extreme sports genre, Wakeboarding 
Unleashed is just a hair shy of greatness. It’s got some 
rough edges, but the idea of having to rely on a boat for 
propulsion is truly innovative. 


FINAL SCORE 





has played a skating game, dealing with 
water and a wake is an all-new experi- 
ence. The wake is not just for show—it 
has a direct impact on your perform- 
ance in game. You can use it as a 
launching point if you cross at the prop- 
er angle or you can swing out to the 
side and ride over glassy water for a lit- 
tle more speed. 

Borrowing from Acclaim’s Aggressive 
Inline, Wakeboarding Unleashed does 
away with the level timer and replaces it 
with a “groove meter’ The meter is con- 


HOW IT STACKS UP 


Tony Hawk Pro Skater 4 
SSX Tricky 


Kelly Slater’s Pro Surfer 
Wakeboarding Unleashed 
Evolution Snowboarding 
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Split Personality 


If you're going to play co-op, Wakeboarding Unleashed offers a nice, 
unobstructed full screen view to both players. Competitive multiplayer is 
a different story though. Here a split screen is a necessary evil. The 
game allows you to choose between a horizontal and vertical. Which is 
better? Horizontal, without a doubt. While the extra headroom in the 
vertical mode might look nice, the narrow width makes it nearly impos- 
sible to navigate a level unless you have it memorized. 


rf 


A Tike tuktiplaver ioded re GSE Wie? BESS Ba TON chads the Hight splie-screen Setup! 


stantly decreasing, but you can refill it 
by performing extended combos. 
With a little work, it is possible to 
have run times that extend into the 
double digits. 

The trick system included in 
Wakeboarding Unleashed allows for 
some complex performances, but it is 
not quite as intuitive as you might 
hope. Chaining combos together can 
sometimes require an inordinate 
amount of finger gymnastics. You will 
often spend more time thinking about 
which button to press instead of 
which trick to pull next. 

Perhaps the coolest aspect of 
Wakeboarding Unleashed is the two 
player co-op mode. Instead of sticking 
with the traditional split-screen com- 
petitive modes (although those are 
here as well), Shaba decided to dab- 
ble with something new. In the co-op 
mode, player one controls the board- 
er while player two controls the boat. 

Initially the co-op mode doesn’t 
seem that different from single player 
until it hits you—the boat can go 
wherever you want it to go. With a 
buddy working the controls, it is pos- 
sible to coordinate some incredibly 
stylish stunts, not to mention massive 
air time. A creative driver can even 
get the boat airborne from time to 


A Wow! That wake looks real... and wet! 


time. The co-op target mode requires 
both the boarder and the boater to 
hit separate targets during the same 
trick in order to advance. 

Despite a few scruffy edges, 
Wakeboarding Unleashed is a fine 
example of an extreme sports game 
done right. Shaba might not have set 
the bar this year, but it came awfully 
close to meeting it. We can’t wait to 
see what the next year’s installment 
brings. ADAM PAVLACKA 


PSM BREAKDOWN 


The Groove meter is 
your time limit. Pull big 
combos to keep it 
recharged. 


: i 
J em 
The center indica- 


as pa.| tor shows your dis- 


>) | tance from the boat. 

| You have to release 
the rope to reach 

| some areas—just 

* | don’t stray too far. 


ae * 


os 
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<< THE WAKE ISN'T JUST FOR © 
SHOW-IT HAS A DIRECT IMPACT - 
ON YOUR PERFORMANCE >> 








4 Each level has plenty of challenges. Here the 
object is to collect 40 stars before the time runs out. 


A The two player co-op mode allows one 
player to pull tricks while the other drives 
the boat. 


A If you can fill your special meter, you can 
then execute tricks in slow motion—bullet- 
time style. 


2S 
An up-close look at 
the game in action 


“ae 
% “, : 
‘ pit’ 


Keep the yellow | 
| marker in the cen- | 
| ter to stay bal- j 
“=| anced. Rail slides 
| are an easy way to 
| link combos. 


| ¢ Each track is loaded | 
| with ramps, rails and | 
| natural obstacles. Put it | 
| all to work and earn 

| that high score. 


STG) COAG SUI: 


Unt UU © @©@ 
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ogan. Weapon-X. 

Wolverine. No matter 

what the name, he is one 

of the most popular char- 

acters to ever come out of 
Marvel’s vault. A combination of feral 
rage, unknown past, and personal 
code of ethics makes Wolverine not 
unlike an ancient samurai warrior, 
albeit in modern times. In short, you 
could pick a worse character to base 
a game on. 





4 You will run into a few heavy hitters 
during the game—Juggernaut is but one. 


i! i sa 4 





«2k 


_ X2 WOLVERINE’S 
REVENGE 


His claws are razor-sharp-so why is 
lhe game so rough? 





PUB ACTIVISION | DEV GENEPOOL | TYPE ACTION | MAX PLAYERS ONE | ESRB RA 











peo 

Pulling from Wolverine’s past, the 
game retells the origin story of Logan 
while tying in to the events in the X2 
feature film. The game does not fol- 
low the film scene by scene, rather it 
covers events that tie-in, but largely 
happen off screen. Think of it as a 
parallel story. And what a story it is. 

Penned by writer Larry Hama 
(who’s worked on the comic), the plot 
of the game follows Wolverine on a 
time bomb quest. He discovers that 
his creators have infected him with a 
fail-safe virus. Unless he can find a 
cure, he will be dead in 48 hours. As 
you might expect, he's pissed. 

It is here that things tend to slide 
downhill a little bit. Even part-time 
Wolverine fans know that the crazy 
Canadian is known for his hand to 
hand combat skills. After all, those 
adamantium claws can slice and dice 
just about anything. Strangely, 
Wolverine’s Revenge has more of a 
focus on stealth than on combat. 
























A Beating the game opens up > the challenge 
mode. Here you have to sneak up on all the 
enemies in the level without being seen. 


This is a bit out of character for a 
mutant who prefers to tackle 
problems head-on. 

When combat does occur, it looks 
good, but feels more like button 
mashing than any real sort of fighting. 





A Always break walls and containers. You 
never know when a secret will be lurking 
behind one. 


With only two action buttons and a 
special that can only be used to 
activate canned combos, the fighting 
engine is seriously lacking. There 
was a lot of wasted potential here, 
especially given a character of 


FINAL SCORE 


OKAY 


While loosely tied to the upcoming film, this 
game was seemingly rushed out the door. A 
few rough edges hamper what could have 
been the best Wolverine game ever. 
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Want More 
Wolverine? 


Just in case you couldn’t get your 
fix with the game, check out 
these two recent DVD releases 
featuring the main man himself 
and put your PS2 to good use! 


Wolverine’s caliber. 

In the latter half of the game, the 
weak fighting engine becomes even 
more obvious, as it is impossible for 
Wolverine to parry attacks. The end 
result? You fight an enemy and then 
retreat to a corner and heal. Wash, 
rinse, repeat. 

One aspect that GenePool nailed 
dead-on is the performance of 
Wolverine’s mutant abilities. You can 
extend or retract the claws at any 
time. When extended, he causes 
more damage, but his mutant heal- 
ing power is ineffective. Holding 
down the L2 shoulder button acti- 
vates Wolverine’s enhanced senses. 

Switching to the enhanced sense 
view allows our hero to see hidden 
dangers, highlights enemy soldiers 
and even reveals footprints on the 
ground. Visually, the effect is quite 
stunning. Normally the game has a 
very rough look to it—one quite 
appropriate for Wolverine. The 
enhanced senses view causes the 
world to be bathed in a surrealistic 
glow, with the player model looking 
like it was ripped straight from a 
comic book. 


HOW IT STACKS UP 
Tenchu: Wrath Of Heaven 

Devil May Cry 2 

Xe2 Wolverine’s Revenge 


~Y When your mutant sense is activat- 
ed, you can see your enemy's line of 
sight. Use this to avoid being spotted. 


4 This animated 
| adventure is sure 
| to catch the atten- 
| tion of fans not 
“| only for the subject 
* matter, but also for 
the bonus features. 
There is a commen- 
| tary track by Stan 
| Lee and an inter- 
| view with Chris 
=| Claremont. 


Of particular note is the voice 
acting in the game. Activision has 
once again retained the talents of 
Patrick Stewart as Professor-X and 
Mark Hamill as Wolverine. Hamill is 
obviously a fan of the character, as 
he was able to nail the nuances and 
make Wolverine sound like a man 
with depth. 





The orange bar is your health 
meter. Keep your claws retracted 
and you will automatically heal 
over time. 








REVIEWS «2 


<< WHEN COMBAT DOES OCCUR, 
IT LOOKS GOOD, BUT FEELS MORE 


LIKE BUTTON MASHING >> 
ie 


A All of the cutscenes 
use the game engine. 
Here, Beast heips 
Wolverine with the 
mysteries of his past. 


’ 


_ 
LA 

4 | <4 This special edi- 
| tion DVD contains 
the original X-Men 

movie as well as 

hours of special 
features including 

concept art and 
costume creation. 


Despite its high points, 
Wolverine’s Revenge falls short of its 
potential as a game. In part this is 
due to the heavy emphasis on 
stealth, but it is mostly due to the 
fact that the game was no doubt 
rushed in order to make the debut of 
the X2 feature film. Had the 
developers been given more time to 


A Feral Rage... handy in a pinch. 


A The cinematic scenes ande special effects 
are suitably intense and over-the-top. Looks 
like Wolvie just can’t take the heat in this 
explosive sequence. 


polish it before release, there is no 
doubt it would have been stellar. As 
is, it makes for a decent game; we 
just wish it could have lived up to 
its promise. ADAM PAVLACKA 


eS 
An up-close look at 


the game in action 





Hit your enemy with a combo 
and then end with a special move 


The green bar is 
your feral rage meter. 
When it goes red, 
you can activate it 
for a temporary 
power boost. 





The environments are detailed. 
Running through the snow will 
leave a trail, 





to cause extra damage. 


Dark Angel 
BloodRayne 





Me 
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Ash will meet up with entire armies of 
monsters and demon creatures on his brief 


adventure through multiple eras. 





A Magical spells play an important role in 
the game, and are more than just an excuse 
to have another use for an extra button. 





EVIL DEAD: 


A FISTFUL OF BOOMSTICK = good game? 





@ ifs the best Evil Dead game 
@ yel-but does that mean ifs a 








very now and then a 
videogame comes along 
that truly exceeds our 
expectations and turns out 
to be a lot better than 
we'd normally give it credit for. Such is 
the case with Vis and THQ’s 
action/adventure homage to Sam 
Raimi and Bruce Campbell's slapstick 
horror movies, Evil Dead: A Fistful of 
Boomstick. Successfully capturing the 
spirit of the movie and its hero, Ash, 
it’s one of the better budget titles 
we've played in quite a long time. 
Now that’s not to say that it’s the 
greatest action/adventure game of its 
kind or anything—not by a long shot. 


In fact, there are long periods of 
tediousness when the player is forced 
to travel around a primarily gray envi- 
ronment looking for obscure items in 
order to advance to the next stage. 
Figuring out just how to do that once 
you've gotten the proper item isn’t 
always made too clear, either, and the 
time needed to complete the game 
isn’t exactly on the long side. 

What Fistful of Boomstick does 
offer, however, is some genuinely fun 
zombie blasting in a variety of differ- 
ent time periods and locales while 
simultaneously exposing the gamer to 
a hefty amount of different weapons 
and magic spells, anda whole mess 
of hilarious one-liners from vocal tal- 
ent and star, Bruce Campbell. There 
are some other righteous positives as 
well, such as true surround sound 
audio support, a widescreen television 
mode for us HDTV users, and a col- 
lection of special features and gaming 
modes to break up the monotony. 

Particularly of note is the battle 





4 Ash is supplied with all the familiar 
weapons: his trusty chainsaw, a shovel, sticks 
of dynamite, and just as the title implies—a 
powerful Boomstick. 


mechanics offer up a great deal of 
variety that allows for two-handed 
weaponry, defensive maneuvers, and 
CPU-controller character interaction, 
though one could expect more expe- 
rienced gamers to find the setup 
overly limited. 

All in all, though, Evil Dead: A 
Fistful of Boomstick has a lot to offer 
casual and hardcore gamers looking 
to invest a measly twenty bucks for a 
new release. It’s one of those rare 








A One of Boomstick’s biggest visual prob- 
lems is the monotony of its environments. 
There’s precious little imagination within the 
stages themselves. 


occasions in which a budget title 
actually provides you with more than 
you pay for. JEREMY DUNHAM 


HOW IT STACKS UP 


Primal 
Devil May Cry 2 
Evil Dead: FOB 
Dark Angel 
BloodRayne 










amnnn wo 





system. Albeit simple and definitely 
on the easy side, Ash’s play 


GOOD 


It’s easy, and visually behind, but with an 
offset of humorous one-liners, a large arse- 
nal, and time-travelling zombie blasting, it’s 
certainly earned the chance to prove itself. 


PSM 


<4 The character designs are extremely 
faithful to the movies and retain a lot of 
their familiar elements. 


FINAL SCORE 
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ANIME ACTION HEATS UP WHEN BOUNTY HUNTER SPIKE SPIEGEL AND 
HIS COHORTS GO AFTER SOME OUT-OF-C INTENT ON 
DESTROYING CIVILIZATION. TO THEM, IT’S 










“TV SERIES ON CARTOON NETWORK'S 
ADULT SWIM! 


> DIRECTED BY SHINICHIRO WATANABE 
(THE Peal IES Tvs “COWBOY 1={=]={0) 09) 


? FEATURING THE VOICE CAST FROM. 
THE TV SERIES 
COAST 


_ SUN 
AVAILAB CVAT. 22 See 
Eanes ee SUNCOASTcowr 





RESTRICTED GD 


: ans N r 
www.cowboybebopthemovie.com eee igeesaap 





Ee 
NOME OETA 


"©2001 Sunrise « Bones * Bandai Visual. Al Rights Reserved. ©2003 Layout and Design Columbia TriStar Home Entrtainment, Inc.All Rights Reserved. 





: thracen 


nzanthr 
Dibenz(a, han 


Dibenz{a, acridine +4" 
TH Pibensc,learbazote 44 


es 











mae 
14 
| a. 
| 
% | 
* > Z 
i ; yg g = , ; > a 
; ~~ —— re we meee ee ee er oe ee ee ee SS 2 


esc ates 


°° REVIEWS 






aa PUB SONY | DEV CATTLE CALL | TYPE RPG | MAX PLAYERS ONE | ESRB RATING TEEN 
8 5 r 





A The graphics are often very beautiful, 
although the spell effects are modest until 
you earn the really big stuff. 


shapes most of the characters’ personalities. 


4. A generations-old conflict between humans and deimos 


ARC THE LAD: 


TWILIGHT OF THE SPIRITS 











his is actually the fourth 
Arc the Lad game, but the 
first Sony has chosen to 
publish in the U.S. It’s a 
good decision—Arc the 
Lad: Twilight of the Spirits lacks the 
overall flair of say, a Final Fantasy, but 
it does quite a few things really well. 
Twilight of the Spirits takes place in 
a world where humans and deimos (a 
blanket term covering several basical- 
ly demonic races) are on the brink of 
war. The plotline adopts a Suikoden 
I/l-styled approach, and tells the story 
from multiple points of view. There 
are two main characters: Kharg, 
human warrior, and Darc, a deimos 
slave, whom we quickly learn are 
actually long lost, half-human, half- 
deimos brothers. Moreover, fairy-like 
spirits start appearing, telling each of 
them that they must save the world. 








They set out separately, but their ulti- 
mate fates are obviously intertwined. 

The battle system in Arc the Lad is 
one of its strongest assets. It begins 
with a typical, turn-based battle sys- 
tem, then adds in strategy RPG-style 
battlefield maneuvering and the abili- 
ty to use the analog stick to aim your 
attack precisely. Unfortunately, it also 
forces you to manually pick up any 
money or items defeated enemies 
drop, which is simply no fun at all. 

This actually illustrates the biggest 
problem in the game: there are a few 
too many minor shortcomings that 
turn things tedious. For example, the 
graphics and music are very strong, 
and often approach Final Fantasy X 
quality, but the visual design is much 
less inspired. Spell effects are mini- 
mal, and enemy designs are weak 
and reused too often—you shouldn't 
fight squirrels at level 30. Moreover, 
the Pyron is simply the most ridicu- 
lous-looking dragon substitute ever 
created, period. 

The story could also use some 
tightening. There are moments when 
<4 The deimos characters and monsters use 


magic spells, while the human side wields 
special skills. Darc and Kharg use both. 










Sony delves info Final 
Fantasy ferrifory 





A You can aim your attacks manually, 
making sure to hit as many enemies as 
possible each time. 


A Lilia is the first major character to appear 
on both sides of the story. It is, as they say, 
a small world after all. 


it absolutely shines, but overall, the 
dialogue is uneven and the pacing a 
tad slow. There are too many “gofer” 
quests, and the ending battle is 
absurdly long and anti-climactic. 
Character development is minimal, 
and many characters despise one 
another. Darc and Kharg are flat-out 
racists, both violently hateful of the 
other’s culture, and they stubbornly 
refuse to change their minds no mat- 
ter how many fair maidens or magical 


spirits tell them to get along. This 
gets old and also makes both sides 
less endearing. ERIC BRATCHER 


HOW IT STACKS UP 


Final Fantasy X iT] 
Suikoden ill 

-hack//INFECTION 
Xenosaga 
Arc The Lad: TOTS 












If it were shorter or more inspired, it could 
FINAL SCORE 


have been stellar. This is still a game worth 
playing, with solid graphics, some beautiful 
music, and a fairly strategic battle system. 
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Gi JOCKEY 3 


Gonna run all nigh gonna run all dav... 








Ithough they have been 

big in Japan for years, 

horse racing games have 

yet to catch on here in 

ithe States. Awareness is 
definitely growing, though, as last 
month saw the release of Tecmo’s 
Gallop Racer 2003 and, this month, 
Koei’s G7 Jockey 3 joins the race. 

Whereas Gallop Racer went for a 

somewhat cartoon-style look, G7 
Jockey is all business. Sure, there is a 
slight anime influence to the charac- 
ter design, but what's here is meant 
to be realistic. 





A Conserving your horse’s 
energy until the end of the 
race is a sound strategy. 








More than just a series of races, 
G1 Jockey attempts to simulate the 
life of a jockey by having the player 
work his way through a season— 
much like any major sports game. 
You will be responsible not only for 
riding the horses, but also keeping 
up relations with the stables. Good 
relations are a necessity. Without a 
high level of trust, you will find it 
difficult to get work. 

While the simulation side of 
things is fun, the game does suffer 
from a somewhat crowded user 
interface. There is a lot of 





A You have to negotiate with A Workout mode allows you 
stable owners if you want to 
ride their horses in a race. 


to improve a horse’s short- 
comings before a race. 


¥ Most of the game is played from a relatively stan- 
dard third-person perspective, just like other RE titles. 


he pedigree established by 
Capcom's past titles in the 
Gun Survivor series hasn’t 


been of the highest quality. 


Both RE: Survivor and Dino 
Stalker suffered from serious prob- 
lems, including poor graphics and a 
limited amount of compelling game- 
play. So, it shouldn’t come as a sur- 
prise that the company’s latest foray 
into the series suffers from similar 
problems as well. 

Dead Aim, to its credit, does raise 
the bar a bit. However, its link to the 
main RE series is limited at best and 
you're stuck playing as rather generic 
characters on a boat. The scares do 
show up often, with zombies around 
every corner, but there's definitely 
nothing here that you haven't seen 





before. Even the puzzles don’t pres- 
ent more than minor distractions. | 
guess that’s so you can get back to 
the heart of the game... shooting 
things. Yet, there actually isn’t much 
environmental interaction. Basically, 
you'll just be shooting enemies and 
that’s it. 

Strangely enough, there are some 
aspects of this game that the stan- 
dard RE series could definitely learn 
from. The streamlined interface and 
inventory system makes switching 


SS TT, 
$0-SO 


While definitely a step above its predeces- 


PSM 


FINAL SCORE 
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_ & Each horse i is different. Some” 
3 » prefer to race at the front of 
+s the pack, others near the rear. 





information here and no central 
place to view it. Also, there is no 
option to automate the simulation 
side of things if you just want to 
focus on the racing. 

On the track, G7 Jockey handles 
well, but the actual race events are 
somewhat lacking, as there is no 


sense of competition. The Al tends to 
follow a solid racing line and winning 
depends more on timing than 
reacting to events on the track. 

This results in a race that feels more 
like a statistical simulation than a 
dynamic competition unfolding 
before your eyes. ADAM PAVLACKA 


GOOD 


Technically competent, G7 Jockey 3 lacks the 


spark that made Gallop Racer 2003 so much 
fun. Still, it’s definitely worth a canter or two 
around the old track... 


FINAL SCORE 








sors, Dead Aim doesn’t show enough 
improvement. There’s fun to be had, but 
probably only RE fans will find it. 







rt Nia age PUB/DEV CAPCOM | TYPE ACT./SHOOTER | MAX PLAYERS ONE | ESRB TEEN 








> She’s beautiful, 

but if you were a 
& zombie, she’d 
blow your brains 
/ out right here 


RESIDENT te 


DEAD ye | 












A When you shoot, though, the camera 
pulls in to give you a first-person view- 
point of the action. 











weapons and using items a breeze, 
while the quickly-paced action makes 
the whole experience feel more 
tense. These changes are obviously 
an offshoot of having GunCon2 sup- 
port, but it still makes the whole 
experience more enjoyable. The 


game just feels like it’s in fast forward. 

It’s sad that, with all the effort 
put into the Resident Evil remake for 
GameCube, we PS2 owners couldn’t 
have seen a bit more energy put into 
this project. There was definitely 
potential here; it’s just hampered by 
its short game length (you can beat 
it in one sitting) and lack of com- 
pelling characters and storylines. If 
you're a hard-core fan of RE, then a 
rental is possibly in order. For others, 
it’s probably best to just let this ship 
pass in the night. STEPHEN FROST 
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CHAOS LEGION 


A unique new lake on classic hack-’n-slash acti OF 








haos Legion takes the 

“hero with a sword” 

subset of the action 

genre in an interesting 

new direction by adding 
strategic elements to the mix. The 
end result is a game that has some 
cool play mechanics and more depth 
than you'd expect, but is also slow to 
start off and without any real high 
points to break up the constant 
enemy hacking. 

The concept of acquiring new 
Legions—summoned beings that help 
the lead character Sieg or give him 
new abilities—is definitely refreshing. 
They each have their own unique 
uses (some, for instance, are more 
effective against metallic enemies 
than organic ones) and can be pow- 


ered up to execute new attacks and 
more, using experience points gained 
during each stage. 

Its lock-on system is also unique: 
Sieg must first “mark” enemies with 
an energy blast before he’s locked on, 
at which point he can deftly strafe 
around them. Marking enemies also 
factors into the ranking system, and is 
one of two ways to tell your Legions 
who to attack. 

The game has a striking gothic 
visual style; the characters and crea- 
tures all look really great. Its levels, 
on the other hand, don’t really match 
up. With a few exceptions, they’re 
mainly a series of stone mazes with 
gates and little texture variety—not to 
mention lots of fog, which makes 
everything look a little too white. 

The stages’ layouts aren't anything 
to write home about, either, but the 
variety of monsters—each requiring 
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A The stages lack variety, though, in both 
% | design and graphics. 
al 











A Sieg is a really cool looking character with 
some great abilities, especially once you power 


up his Legions. LS 


Lo 














A The lock-on system is unique. You can kill 
enemies, but you won’t score as high if you 
haven’t “marked” them first. 


A The boss battles are intense and make 
good use of the Legions. 


could have benefited from more vari- 
ety in its levels and challenges. 
RANDY NELSON 


HOW IT STACKS UP 


sorts) that brought the Legions 
into play. The ability to equip more 
than two Legions at once would also 
have helped. 

Chaos Legion is a game what will 
really reward players who stick with it 








through the later, more exciting levels 
and Legions. It’s intense from the get- 
go, but some may be turned off by 
the repetitiveness before they get to 
the good stuff. Overall, it’s a great 











Rygar: TLA 
Lord Of The Rings: TIT 
Chaos Legion 

Devil May Cry 2 
Shinobi 


ann no 






different Legion strategies to defeat— 
thrown at Sieg somewhat makes up 
for this. We would definitely have 
loved to have seen some puzzles 
(beyond the concept that the 

enemy encounters are “puzzles” of 


concept and good fun, but really 





A fresh new direction for sword action 
games. It has some great strategy elements 
and intense action, but is marred by repeti- 
tive level design and slow pacing. 


FINAL SCORE 


<4 Enemies are divided into groups: Organic 
and Metallic. 
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SCOREBOARD 


Dont buy a game unkil you check here first! 


CURRENT RELEASES 


Issue Month © | Game Name Score | Genre | Publisher | Summary 


72 June-03 | Auto Modellista 4 | Racing Capcom There is no sweet center to this candy-coated piece of fluff. “Graphics do not 
make the game” has never been a truer statement. All those great modes and 
extras, wasted... sigh. 


Colin McRae Rally 3 Codemasters Limited options, but excellent gameplay. A definite step up from earlier games 
in the series. 


June-03 | -hack//MUTATION Bandai It's more of the same as the first game, but the clever concept is so well 
executed that it just picks up where it left off, seamlessly and addictively. 


June-O03 —_ Indycar Series Racing Codemasters Solid control and attention to detail create an authentic replica of the Indycar 
experience. 


Magic Pengel: The Quest For Color Fighting Agetec Magic Pengel is a creative idea, but the battle system and storyline cause its 
colors to fade too quickly. 


June-03 — Midnight Club Il Racing Rockstar From its flawless control and presentation, to its huge amount of variety and 
online modes, MCII is one of the most fun and complete racing games we've 
ever played. 


| G H S C 0 R E S These are the games that you've COT to get your hands on! 


: | Month | Game name Score |Genre | Publisher Iss, | Month | Game name | Score |Genre Publisher 


(June-03 © | Midnight Club’) / 10 Racing | Rockstar 54 || Jan-01 || Shadow Hearts 
Jan-01 Final Fantasy X 10) RPG Square 53 | Hol-0Ol Grand Theft Auto 3 
| Dec-01 MGS 2: Sons Of Liberty (10 Action Konami 53 | HoEOl | SSX Tricky | 
Dec-01 Tony Hawk's Pro Skater 3(PS2) 10 Sports Activision 52 | Dec-Ol Ace Combat 4: Shattered Skies | 
Nov-01 | Devil May Cry ee) EXaiea} Cepcom 52. | Dec-01 | Half-Life 
: Oct-01 Madden NFL 2002 (PS2) 10 Sports EA Sports 52 | Dec-Ol NHL 2002 
| July-01 Gran Turismo 3 Racing » Sony CEA 49 | Sep-01 NBA Street 
Nov-00 SSX (PS2) Snowboard/Race Electronic Arts 50 | Oct-01 Madden NFL 2002 
'May-03 |) NBA Street Vol. 2 Sports EA 49 | Sep-01 [NCAA Footbal! 2002 
May-03 Saige) Action Ubi Soft 49 | Sep-01 Resident Evil Code: Veronica X 
| May-03 | Zone Of The Enders 2nd Runner Action | Konami 48 | Aug-0l | Twisted Metal Black 
Apr-03 Def Jam VENDETTA Fighting EA Big 41 | Jan-01 Breath of Fire 1V (PS) 
| Apr-03 / MGS2: Substance Action » Konami 40 (| Dec-00 ~~ | DOA2: Hardcore (PS2} 
Apr-03 World Soccer Winning 11 Sports Konami 40 | Dec-00 Final Fantasy 1X (PS) 
| Mar-03 ) Guilty Gear X2 Fighting » Sammy 42° | Feb-01 Rayman Revolution (PS2} 
Hol-03 Contra: Shattered Soldier Shooter Konami 46 | June-O1 MDK 2: Armageddon {PS2) 
 Hol-03 Grand Theft Auto: Vice City Action Rockstar 40°} Dec-O0° | Spyro: Year of the Dregon (PS) | 
Ho!l-03 Biel ore (=ra RPG Konami 39 | Noy-00 Madden NFL 2001 (PS2) 
VHol-03y | Tony Hawk's Pro Skater 4 Sports Activision 67 | Jan-03 | ATV Offroad Fury 2 
Dec-02 Burnout 2: Point Of Impact Racing Acclaim 67 | Jan-03 Pro Race Driver 
| Dec-02 DDR Max Dancing Konami 67 | Jan-03 | The Sims 
Dec-02 NBA 2K3 Sports Sega Sports 67 | Jan-03 lanet 
| Dec-02 | NBA Live 2003 | Sports EA Sports 66 | Hol-03 | id To Rights 
Dec-02 Ratchet & Clank latform Sony 66 | Hol-03 FIFA 2003 
 Nov-02 | TimeSplitters 2 FPS Eidos 66 | Hol-03 } Mortal Kombat? Deadly Ailiarice - | 
Oct-02 Need For Speed: Hot Pursuit 2 Racing EA 66 | Hol-03 NASCAR: Dirt To Daytona 
| Sep-02 | Madden NFL 2003 Sports | EA Sports 66 | Hol-03 [NAC 2K3 
Sep-02 NCAA Football 2003 Sports EA Sports 66 | Hoi-03 RAD: Robot Aichemic Drive 
Sep-02 | NFL 2K3 Sports h Sega 66 | HoL03 Rygar: The Legendary Adventure | 
Aug-02 Ageressive Inline Sports Acclaim f Hol-03 Tiger W 
May-02 Deus Ex The Conspiracy ActiowRPG | Eidos Hol-03 WWE SmackDown 
Apr-02 Hot Shots Golf 3 Sports Sony CEA i Dec-02 Defender 
| Apr-02 Virtua Fighter 4 Fighting Sega 5) Dec-02 Docutnent of Metal Gear Solid 2) 
Feb-02 Maximo: Ghosts To Glory Platiorm Capcom Dec-02 itman 2: Silent Assassin 
+ Jan-O1 Jak And Daxter Adventure © Sony CEA 65 | Dec-G2 | 
Jan-01 Sega Sports NFL 2K2 Sports Sega Sports Dec-02 NHL 2003 


| RPG 
Action Rockstar 
| Racing | EA Sports 
Air Combat Nein) 
| FPS Sierra 
Sports EA Sports 
| Sports WEA 
| Sports EA Sports 
Sports | EA Sports 
| Horror Capcom 
| Car Combat [Sony 
| RPG Capcom 
| Fighting | Tecmo 
| RPG Square 
| Platformer | Ubi Soft 
| FPS interplay 
| Platform } Sony 
| Sports Electronic Arts 
| Sony CEA 
CodeMasters 
EA 
t | Sony CEA 
| Action euelines) 
Sports EA Sports 
Midway. 
Infogrames 
| Sega Sports 
Enix 
| Tecmo 
EA 
| Wrestling THO 
Shooter Midway 
| Document | Konami 
Action Eidos 
| Racing EA 
Sports EA 


cs) 
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SCORE ARCHIVE 


Hiss [MonihGameNome Score [Gene | 
71 | May-03 | Amplitude 8 Music 

71 | May-03 | Clock Tower 3 7 Horror 

71 | May-03 | Dynasty Warriors 4 8 Fighting 
71 | May-03 | Gallop Racer 2003 8 Racing 

71 | May-03 | Grand Prix Challenge 6 Racing 

71 | May-03 } Jurassic Park: Operation Genesis 6 Action 

71 | May-03} NBA Street Vol. 2 9 Sports 

71 | May-03 | Splinter Cell 9 Action 

71 | May-03 | World Series Baseball 2003 8 Sports 

71+} May-03 | WWE Crush Hour | 7 Racing 

71 | May-03 | Zone Of The Enders: The 2nd Runner = 9 Action 

70 | Apr-O3 | Aero Elite Combat Academy 8 Air Combat 
70. | Apr-O3 | Breath Of Fire: Dragon Quarter 7 RPG 

70 | Apr-03 | Def Jam VENDETTA 8) Fighting 
70 | Apr-03 | Everquest Online Adventures 7 RPG 

70 | Apr-03 | High Heat 2004 7 Sports 
70 | Apr-03 | HSX 5 Racing 
70 | Apr-03 | The King Of Route 66 5 Racing 
70 | Apr-03 | MGS2: Substance 9 Action 

70 | Apr-03 | MLB 2004 7 Sports 
70 | Apr-03 | MLB Slugfest 20-04 8 Sports 

70 | Apr-03 | MotoGP 3 7 Racing 
70 | Apr-03 | MVP Baseball 2003 8 Sports 

70 | Apr-03 | Rayman 3: Hoodlum Havoc 8 Platform 
70 | Apr-03 | Tenchu: Wrath Of Heaven 7 Fighting 
70 | Apr-03 | Vexx 7 Platform 
70. | Apr-03 | World Soccer Winning Eleven 6 Int 9 Sports 
69 | Mar-03 | ATV Quad Power Racing 2 7 Racing 
69 | Mar-03 | Black & Bruised 3 Fighting 
69 | Mar-03 | Dark Cloud 2 8 RPG 

69 | Mar-03 | Devil May Cry 2 ra Action 

69 | Mar-03 | Galerians: ASH 7 Adventure 
69 | Mar-03 | The Getaway 7 Action 

69 | Mar-03 | Guilty Gear X2 9 Fighting 
69 | Mar-03 | PT.O. IV 6 sim 

69 | Mar-03 | Primal 8 Adventure 
69 | Mar-03 | Xenosaga 7 RPG 

68 | Feb-03 | Activision Anthology 7 Old School 
68 | Feb-03 | Battle Engine Aquila 8 Shooter 
68 | Feb-03 | Evolution Snowboarding 3 Action 

68 | Feb-03 | Legends Of Wrestling II 6 Wrestling 
68 | Feb-03 | Pride FC 8 Fighting 
68 | Feb-03 | Star Wars: The Clone Wars 7 Adventure 
68 | Feb-03 | War Of The Monsters 8 Fighting 
68 | Feb-03 | Whiteout 7 Racing 
68 | Feb-03 | World Tour Soccer 2003 8 Sports 
67 | Jan-03 | ATV Offroad Fury 2 8 Racing 
67 | Jan-03 | BMX XXX 6 Action 

67 | Jan-03 | Conflict Zone 5 Strategy 
67 | Jan-03 | Dark Angel 6 Action 

67 | Jan-03 | Disaster Report Jf Action 

67 | Jan-03 | Disney's PK 7 Platform 
67 | Jan-03 | Dragon Ball Z: Budokai 3 Fighting 
67 | Jan-03 | Dynasty Warriors 3 6 Action 

67 | Jan-03 | Final Four 2003 6 Sports 

67 | Jan-03 | Fighter Maker 2 7 Fighting 
67 | Jan-03 | Ghost Recon 5 Action 

67 | Jan-03 | Harry Potter/Chamber of Secrets 6 Action 

67 | Jan-03 | Haven 5 Action 

67 | Jan-03 | March Madness 2003 7 Sports 
67 | Jan-03 | Minority Report 6 Action 

67 | Jan-03 | Mystic Heroes 7 Fighting 
67 | Jan-03 | NCAA College Basketball 2K3 9 Sports 
67 | Jan-03 | Pro Race Driver 8 Racing 
67 | Jan-03 | Rally Fusion vf Racing 
67 | Jan-03 | Spyro: Year of the Dragonfly 6 Platform 
67 | Jan-03 | Star Wars: Bounty Hunter 7 Action 

67 | Jan-03 | The Sims 8 Simulation 
67 | Jan-03 | Treasure Planet 8 Platform 
67 | Jan-03 | Zapper 4 Action 

66 | Hol-03 | Contra: Shattered Soldier 9 Shooter 
66 | Hol-03 | Dead To Rights 8 Action 

66 | Hol-O3 | Dr Muto Fp Platformer 
66 | Hol-O3 | FIFA 2003 8 Sports 

66 | Hol-03 | Grand Theft Auto: Vice City 9 Action 

66 | Hol-03 | James Bond 007: NightFire 7 Action 

66 | Hol-O3 | Jet X20 6 Racing 
66 | Hol-03 | LOTR: The Fellowship Of The Ring 6 Adventure 
66 | Hol-O3 | LOTR: The Two Towers 7 Adventure 
66 | Hol-03 | Marvel Vs. Capcom 2 7 Fighting 
66 | Hol-03 | Mortal Kombat: Deadly Alliance 8 Fighting 
66 | Hol-O3 | NASCAR: Dirt To Daytona 8 Racing 
66 | Hol-O3 | NHL 2K3 8 Sports 
66 | Hol-O3 | NHL FaceOff 2003 6 Sports 

66 | Hol-03 | RAD: Robot Alchemic Drive 8 Action 

66 | Hol-O3 | Reign Of Fire 6 Car Combat 
66 | Hol-03 | Rocky iz Fighting 
































SCEA 
Capcom 
Koei 
Tecmo 
Infogrames 
Universal 


Ubi Soft 
Sega Sports 
THQ 
Konami 
Sega 
Capcom 
EA Big 
Sony Online 
3D0 
Majesco 
Sega 
Konami 
Sony CEA 
Midway 
Namco 

EA Sports 
Ubi Soft 
Activision 
Acclaim. 
Konami 
Acclaim 
Majesco 
Sony CEA 
Capcom 
Sammy 
Sony CEA 
Sammy 
Koei 

Sony CEA 
Namco 
Activision 
Inforgrames 
Konami 
Acclaim 
THQ 
LucasArts 
Sony 
Konami 
Sony CEA 
Sony CEA 
Acclaim 
Ubi Soft 
Sierra 
Agetec 

Ubi Soft 
Infogrames 
Koei 

989 Sports 
Agetec 

Ubi Soft 
EA Games 
Midway 

EA Sports 
Activision 
Koei 

Sega Sports 
CodeMasters 
Activision 
Universal 
LucasArts 
EA 

Sony CEA 
Infogrames 
Konami 
Namco 
Midway 

EA Sports 
Rockstar 
EA 

Sony CEA 
Black Label 
EA 
Capcom 
Midway 
Infogrames 
Sega Sports 
Sony CEA 
Enix 

Bam! 
Infogrames 





66 
66 
66 
66 
66 
66 
66 
65 
65 
65 
65 
65 
65 
65 
65 
65 
65 
65 
65 
65 
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65 
65 
65 
65 
65 
65 
65 
64 
64 
64 
64 
64 
64 
64 
64 
64 
64 
64 
64 
64 
64 
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Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Dec-02 
Dec-02 
Dec-02 
Dec-02 
Dec-02 
Dec-02 
Dec-02 
Dec-02 
Dec-02 
Dec-02 
Dec-02 
Dec-02 
Dec-02 
Dec-02 
Dec-02 
Dec-02 
Dec-02 
Dec-02 
Dec-02 
Dec-02 
Dec-02 
Dec-02 
Dec-02 
Nov-02 
Nov-02 
Nov-02 
Nov-02 
Nov-02 
Nov-02 
Nov-02 
Nov-02 
Nov-02 
Nov-02 
Nov-02 
Nov-02 
Nov-02 
Nov-02 
Nov-02 
Nov-02 
Nov-02 
Nov-02 
Nov-02 
Nov-02 
Nov-02 
Nov-02 
Nov-02 
Nov-02 
Nov-02 
Nov-02 
Oct-02 
Oct-02 
Oct-02 
Oct-02 
Oct-02 
Oct-02 
Oct-02 
Oct-02 
Oct-02 
Oct-02 
Oct-02 
Oct-02 
Oct-02 
Oct-02 
Oct-02 
Sep-02 
Sep-02 
Sep-02 
Sep-02 
Sep-02 
Sep-02 
Sep-02 
Sep-02 
Sep-02 
Sep-02 
Sep-02 
Sep-02 
Aug-02 
Aug-02 
Aug-02 
Aug-02 


Rygar: The Legendary Adventure 
Suikoden III 

Tiger Woods PGA Tour 2003 
Tony Hawk's Pro Skater 4 
WWE SmackDown: Shut Your Mouth 
Wreckless: The Yakuza Missions 
X-Men: Next Dimension 
Blade Il 

BloodRayne 

Burnout 2: Point Of Impact 
DDR Max 

Defender 

Document of Metal Gear Solid 2 
Evolution Skateboarding 
Hitman 2: Silent Assassin 
NASCAR Thunder 2003 
NBA 2K3 

NBA Live 2003 

NBA ShootOut 2003 

NBA Starting Five 

NHL 2003 

Ratchet & Clank 

Red Faction II 

Shinobi 

Shox 

Silent Scope 3 

Sly Cooper & Thievius Raccoonus 
Superman 

Terminator: Dawn Of Fate 
Whirl Tour 

chack 

Commandos 2: Men Of Courage 
Conflict: Desert Storm 

Disney Golf 

Dual Hearts 

Dynasty Tactics 

Ferrari F355 Challenge 
Grandia Xtreme 

Legaia 2: Duel Saga 

Mobile Suit Gundam 

Myst Ill: Exile 

NHL Hitz 20-03 

Robotech: Battlecry 

Run Like Hell 

The Scorpion King 

Sega Bass Fishing 

Sega Soccer Slam 

Sub Rebellion 

Summoner 2 

Super Bust-A-Move 2 

The Thing 

TimeSplitters 2 

Tribes Aerial Assault 

Turok: Evolution 

Ty The Tasmanian Tiger 

Wild Arms 3 

Armored Core 3 

Dino Stalker 

GameBreaker 2003 
Gungrave 

Kelly Slater’s Pro Surfer 
Kingdom Hearts 

NCAA Football 2K3 

NFL Gameday 2003 

Need For Speed: Hot Pursuit 2 
Ninja Assault 

Pac-Man Fever 

Riding Spirits 

Socom: U.S. Navy Seals 
Street Hoops 

Tekken 4 

Barbarian 

Capcom Vs. SNK: Pro 

Fl 2002 

Madden NFL 2003 

Mat Hoffman's Pro BMX 2 
Men In Black II 

Mike Tyson Heavyweight Boxing 
NCAA Football 2003 

NFL 2K3 

NFL Blitz 20-03 

Onimusha 2 

Sega Sports Tennis 
Aggressive Inline 

C12: Final Resistance 
Endgame 

Fireblade 
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Publisher 


Adventure Tecmo 
RPG Konami 
Sports EA 

Sports Activision 
Wrestling THQ 
Driving Activision 
Action Activision 
Action Activision 
Action Majesco 
Racing Acclaim 
Dancing Konami 
Shooter Midway 
Document Konami! 
Sports Konami 
Action Eidos 
Racing EA 
Sports Sega Sports 
Sports EA Sports 
Sports 989 Sports 
Sports Konami 
Sports EA 
Platform Sony 
Action THQ 
Action Sega. 
Racing EA 

FPS Konami 
Action Sony CEA 
Action Infogrames 
Adventure Infogrames 
Sports Crave 

RPG Bandai 
Strategy Eidos 
Shooter Gotham 
Sports EA 

RPG Atlus 
Strategy Koei 
Racing Sega 

RPG Enix 

RPG Eidos 
Action Capcom 
Adventure Ubi Soft 
Sports Midway 
Shooter TDK 
Horror Interplay 
Action Universal 
Sports Sega 
Sports Sega 
Action Metro 3D 
RPG THQ 
Puzzle Ubi Soft 
Horror Universal 
FPS Eidos 

FPS Sierra 

FPS Acclaim 
Platform EA 

RPG Square 
Action Agetec 
Light gun Capcom 
Sports 989 Studios 
Action Sega 
Sports Activision 
RPG Square EA 
Sports Sega 
Sports 989 Sports 
Racing Ei 
Lightgun Namco 
Party Namco 
Racing Bam! 
Action Sony CEA 
Sports Activision 
Fighting Namco 
Action Titus 
Fighting Capcom 
Racing EA Sports 
Sports EA Sports 
Sports Activision 
Action Infogrames 
Sports Codemasters 
Sports EA Sports 
Sports Sega 
Sports Midway 
Action Capcom 
Sports Sega 
Sports Acclaim 
Action Sony CEA 
Light Gun Empire 
Action Midway 
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WAR. 


MONSTERS 





REALLY BIG MONSTERS. REALLY BRUTAL FIGHTS. Imagine a classic 1950s monster 
movie with a modern twist, no guys in rubber suits, no bad actors, no subtitles. You're a 
100-foot monster and you’re looking for a fight. Roam through striking cityscapes, toss 

cars, swing girders and launch debris. Everything around you is a weapon. Trigger tidal 
waves and earthquakes; destroy everything in your path. Hope you have the will to win. And a 
good dental plan. ONLY THE MEANEST MONSTER SURVIVES. + cen 


www.playstation.com War of the Monsters is a trademark of Sony Computer Entertainment America 
Inc, Developed by eee Ines Entertainment. ©2003 Sony Computer Entertainment America Inc. 
“PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. 
“Live In Your World. Play In Ours” is a trademark of Sony Computer Entertainment America Inc. 
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PlayStation. 


LIVE IN YOUR WXRLD. 
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ISAO NAKAMURA, PRODUTER 
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GRAN TURISMO 3 The first big 
PlayStation 2 racer has held up 
feally well over time, and is still 






available anywhere. This real-world 
racing simulation is a car fanatic’s 
dream come true, with hundreds 















it gets. For gamers that 
if facing action to be as 
ible, GT3 is tops. 


arguably the best racing experience - 


A team of some of Namco’s top game designers are hard at work creating the 
ultimate racing game. Here are the titles they would have to beat to succeed... 


NEED Ft FOR SPEED: HOT PURSUIT 
2 kicks tailpipe on a totally different 
level, with full on white-knuckle 
gameplay that set a new standard 


for arcade-style racers. What could 
~ be more thrilling than gunning over 


a mountain pass at 130mph, with 
three cop cars trying to knock you 
off the road? Whether you prefer 
point-to-point or closed-circuit 
tracks, this game's got you covered 
with its long list of racing options. 
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MIDNIGHT clue Il is the newest 
addition to this elite group, bringing 
Rockstar's edgy Grand Theft Auto 
feel to the genre. The arcade-sty| 







control is just about up there with 














NFS: Hot Pursuit, with blazing 
speeds and turn-on-a-dime drifting 
Midnight Club It is, by far, our favorite 
online racer, and online is where this 
game's real action is. We're hope- 
lessly addicted... in fact, we should 












R: RACING EVOLUTION | BREE # a 
Ti om om | 


GIRL ON 
GIRL RACING 


R: Racing Evolution promises more of a story element than 
in the past Ridge Racer games. The drama should stay hot 
and heavy as you compete against your beautiful rival. 





www.koei.com 
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Bitter Enemies, allied schemes, and War Council directives intertwine in a rich tapestry of intrigue! 


@54 Scenarios plus one fictional story @ Over 600 Commanders plus 100 Officers you create. 
@1 to 8 players, with over 40 different endings @Forge relationships through new events such as “Marriage” and “Sworn Brother” 
@15 new Tactical skills including “Flaming Arrows,” “Surprise Attacks,” and “Sorcery” 
@Begin the game at any year 


PlayStations July 2003 cena 


for Rating Information. 
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~ (act 
Pink Monkey EI Toro 


Most Likely to Be a Pop Star Most Likely to Grab the Bull 
by the Horns 


A } Wee 


ea 


q , ; * 
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Monko Polo Natalie 
Most Likely to Find a Most Likely to Lose Her Wits 


Legendary Banana 
/ 








ai | d 
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| a 
Mr. White Balboa 


Most Likely to Be an Evil Scientist Most Likely to Live in a 
Meat Locker 





y 
y 















we 


Harley Q. Win Billy 


Most Likely to Annoy the King Most Likely to Get a 
Speeding Ticket 








Marshall Larry 
Most Likely to Punch the Ref Most Likely to Step in 


Monkey Poo 





Norman Specter 
Most Likely to Drive a Humvee Most Likely to Take Over the World 


EVERYONE 


Comic Mischief 
Mild Violence 
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Leo Stephenson Jimmy George 
Most Likely to Walk the Plank Most Likely to Save the World Most Likely to Be Inquisitive 





Buzz Arthur Parka Punto 
Most Likely to Be Lost in Space Most Likely to Get Pierced Most Likely to Chill 





Cleo Yellow Monkey Libby Spud 


Most Likely to Walk Like an Most Likely to Be a Pro Wrestler Most Likely to Swim to Ellis Island Most Likely to Be a Hypnotist 


Egyptian 


300 monkeys. They're smarter. They're zanier. 
And they’re trying to take over the world. 
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GAMES 


(Without these revolutionary titles, you'd 
probably be playing Extreme Pong right now) 


his issue of PSM would look quite different if it weren’t for a 

handful of remarkable games. Without the inventive titles listed 

below, the landscape of the PlayStation (and videogames in 

general) would be dramatically altered. Perhaps the cover of 

this magazine would feature the latest Civil War strategy game 
and the inside would be packed with reviews of Q*Bert clones and zoo man- 
agement sims. Okay, maybe the changes wouldn’t be that drastic, but there’s 
no doubt the games you're playing today would be very different. 
Thankfully, the following innovative titles have defined the expectations of 
quality and design in games today. Just check out this list and then look at 
your favorite titles. You'll be hard pressed to find a game that hasn’t been 
influenced by at least one of these. 





Battle Arena Toshinden 


> System PSone 

> U.S. Debut September 1995 

> Influence Seen In Tekken Series, 
Virtua Fighter Series, Soul Calibur 
Series, almost about every other 
modern 3D fighter 


> Key Innovation Pioneered 3D 
movement in a fighting game 


Ithough this franchise isn’t 
Ae first to introduce fighter 

fans to polygonal graphics, 
it did pioneer one basic feature 


that signified the genre's first foray 
into true 3D... the sidestep. This 





Resident Evil 


> System PSone 

> U.S. Debut March 1996 

> Influence Seen tn Silent Hill, 
Onimusha, Devil May Cry, almost 
every horror game 


> Key Innovations Introduced 
truly frightening gameplay, created 
the “survival horror” genre 


you'd be hard pressed to find 

a videogame that was actually 
frightening. Despite its cheesy 
voice acting and laugh out-loud 
dialogue (“master of unlocking” 
indeed), Resident Evil scared our 


| n the days before Resident Evil, 


improvement gave fighting fans 
their first real taste of 3D move- 
ment and empowered them to 
brawl in more directions than back 
and forth. The strategic implications 
were limitless. The standards for 
fighting games were changed. 


Other Innovations 
> First 3D weapon fighter—lIt’s not 
just hand to hand combat anymore 


> First game with Street Fighter 

I} action in 3D—This proved that 
games could demonstrate 2D visual 
flair in full 3D. 


> System PSone 

> U.S. Debut November 1995 
> influence Seen In Vigilante 8, 
Star Wars Demolition, countless 
other vehicle combat games 


> Key Innovation Created the car 
combat genre 


ar combat was one of 
C: more heavily popu- 

lated genres on the original 
PlayStation, and it all started with 
a single game. Twisted Metal was 
a surprise hit for Sony when it 
debuted in the early days of the 
PlayStation and was quickly imi- 
tated in a variety of settings over 


collective pants off with moments 
that made some of our editors 
play the game with their lights on 
(pantless wimps!). It proved once 
and for all that videogames could 
be as frightening (and often far 
more terrifying) as even the best 
scary movies, And let’s not forget, 
Resident Evil spawned the entire 
survival horror genre. 


Other Innovations 

> Pre-rendered Environments— 
By pre-rendering the environ- 
ments, Capcom created a 2D 
game world that felt 3D and 
looked amazing. The trick’s still 
used today. : 





Twisted Metal 


land, sea, and air. 

Although many of the clones 
(and even some of the Twisted 
Metal sequels) were disappointing, 
you'll still see elements of this game 
scattered throughout contemporary 
titles. And thanks to Twisted Metal 
Black, the genre may experience a 
resurgence on the PS2. 


Other Innovations 

> Car Combat Rules—This game 
defined the very conventions of 
vehicular combat 


> Ultra Dark Characters—Offered 
alternatives to “cutesy” game mas- 
cots... like a murderous clown. 
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Tomb Raider 


> System PSone 

> U.S. Debut November 1996 

> Influence Seen in About every 
third person action/adventure game 


> Key Innovation Established 3D 
third-person adventure gameplay 


3D gaming was still in its infancy. 

Then came Tomb Raider. This 
blockbuster not only innovated the 
way action games were played in 
3D, but it also created such amaz- 
ing worlds that players were actu- 
ally explorers themselves, literally 
uncovering the future of video- 
games as they progressed through 
its increasingly astonishing levels. 


[;: November 1996, the world of 





Lara Croft drastically changed 
the public’s perception of video- 
games. Though her ample propor- 
tions were inspired by teenage 
fantasy, Tomb Raider wasn’t a kiddie 
game and its hero became a super- 
star that appealed to a wide audi- 
ence of gamers and non-gamers. 


Other Innovations 

> Sexy Female Lead—Without 
Lara, our yearly swimsuit issue 
would just be a bunch of shotgun- 
wielding mercenaries in thongs. 


> Dynamic game music—This 
was the first game to successfully 
implement dynamic music as an 
integral part of the experience. 


Parappa the Rapper 


> System PSone 
> U.S. Debut November 1997 


> influence Seen In Bust-a- 
Groove, Dance Dance Revolution, 
Gitaroo Man, Sly Cooper, pretty 
much every rhythm game 


> Key Innovation Popularized 
music/rhythm-based games 





ho would have imag- 
ined that a paper thin 
canine and his oddball 


rapper posse would start a mini- 
revolution of musical games on the 
PlayStation? Thanks to Parappa’s 
popularization of musical timed 
gameplay, Bust-a-Groove and 
Dance Dance Revolution were 
able to break onto the U.S. gam- 
ing scene. In fact, this genre is still 








Final Fantasy VII 


> System PSone 

> U.S. Debut September 1997 
> Influence Seen In Most every 
modern RPG 


> Mey Innovation Raised the bar 
for production values and ushered 
in the era of movie-quality CG 
cutscenes 


ith its amazing cinematic 
scenes, 3D gameplay, 
extraordinary music, and 


unprecedented production values, 
FFVII raised the expectations for 
the genre and sucked us in unlike 
any game before it. The super 


mega popular today and still brings 
thousands upon thousands of non- 
gamers into the fold. 


Other Innovations 

> The videogame crossover 

— Parappa proved that games that 
didn’t fit in traditional genre roles 
could still have success reaching 
non-gamers. 


deformed character icons of years 
past had been replaced by charac- 
ters that lived, breathed, emoted 
(and occasionally died) in evocative 
CG rendered sequences. 


Other Innovations 

> Legitimized 3D role-playing 
games—Created huge, believable 
worlds and let players explore. 


> Set the bar for cinematic render- 
ing quality—Cheap FMV was no 
longer acceptable. 


> Firmly established the 
PlayStation as the home for RPG 
fans—And it still is. 








Great Firsts In Gaming Tenchu: First stealth kills ¢ Bushido Blade: First instant kills * Jak and Daxter: First seamless platform game world « Tobal no.1: 3D fight- 
er movement with analog stick * Ape Escape: First game to use both analog sticks « William’s Arcade Classics: First classic game collection « Tony Hawk 3: First PS2 game to sup- 


port online play * Twisted Metal: The first PlayStation game to take advantage of the Link Cable * Tekken: The first PlayStation game to sell a million units * Onimusha: The first PS2 
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BREARTAROUGH GAMES ©; 


Gran Turismo 


ie Aah fa 





> mPSone 
> 1998 





game to sell a million units * Riven: The first PlayStation game to ship on five discs ¢ Final Fantasy VII: First PlayStation game to come on multiple CDs e Unreal Tournament: First 
PS2 game to support the console’s USB ports Ridge Racer: First loading screen game (Galaga) Ridge Racer: First to /et you listen to your own CD while you play « Street Fighter 
Alpha 3: First to fighter to add real depth to the genre (its World Tour Mode still can’t be beat) « Enter The Matrix: First movie game designed and directed by the films’ creators. 
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efore Grand Theft Auto Il 
“mature” Lote, were gener- 






oat Pai to the game's. 
amoral excesses, the free-form, 
open-ended gameplay that made 


Honorable Mentions 


These titles didn’t necessar- 
ily create a legion of clones, 
but their influence has still 
been felt throughout the his- 
tory of the PlayStation. 


NFL Gameday ‘98 

This was the first legitimate 
polygonal football game. It 
signaled the inevitable direction 
of all sports games towards 3D 
graphics and also proved that 
EAs sports dominance could be 
challenged by aggressive devel- 
opers. 


SOCOM: Navy SEALs 
Several other PS2 games went 
online first, but this was the one 
that really showed the console’s 
potential for online gaming. Plus, 


it introduced voice control ele- 
ments that are destined to be 
copied in the future. This will be 
considered a watershed title in 


years to come. 


feabe is also 
innovation, and i 








: Bi 
‘effective role... ‘not “look everyone, 
~ it’s Ray Liotta!” 


> You're the bad guy—No other 
game let you feel so crooked. 


Wipeout 

Helped define the design and 
music of PlayStation games for 
years. The art design and techno 
soundtrack have been ripped off 
so many times it’s easy to forget 
where it all started. 


Colony Wars 

This was the first title to really 
show off what PlayStation devel- 
opers could do with special 
effects and dramatic real-time 
lighting. Although the space 
combat genre has faded, we still 
see the effects of this game's 
visual flair in today’s titles. 


BMX XXX/Thaill Kill 
Most notable for influencing the 
limits of what game makers can’t 
get away with, both aimed to 
push the limits of the rating sys- 
tem and become the definitive 
mature-rated game. Sanitized, 
then commercially ignored. 









The lukewarm (to put it mildly) reception Running Wild got didn’t stop Crys- 
tal Dynamics from reviving the concept for its Xbox launch title Mad Dash. 


Not all of the following 
games are ones we’d rather 
forget—they just didn’t 
have any impact on the way 
games were made since. 


Castlevania 

Symphony of the Night 
Even the pinnacle of 2D gaming 
couldn't revive this beloved but 
dimensionally-disadvantaged 
genre on the PlayStation. 


Hooters Road Trip 
Ruined the restaurant-based 
game forever... Now we'll never 
get to play Red Lobster Racing. 


Madden ‘96 
A big sports developer actually 
canned a title because it wasn't 


improved enough over the pre- 
vious year? This should have 
been the model for the first PS2 
GameDay. 


Running Wild 

Who would have imagined that 
gamers wouldn't beg for more 
games about running? 


Carnage Heart 

This high-minded game let play- 
ers program their own robot Al 
and then pit their robot against 
others in battle. We've never 
seen anything like it since... and 
probably never will. 


Vib Ribbon (Japan) 
You just don’t see vector graph- 
ics very much anymore. 
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Built a state-of-the-art war machine. Sail it into the heart of enemy waters, 
engage hostile vessels, avoid high-G anti-ship missiles, 
and put it to the test. You won't just prove your ship in battle... you'll prove yourself, too. 


July 2003 





OArm your ship with weapons systems, 
propulsion solutions, defensive hardware, and even aircraft. 
Access over 800 components, 
200 aircraft, and over 400 armament types. 


Olnvest in new technology, salvage parts from enemy wrecks, 


and earn items using completion bonuses. 


@Real arcade shooting action 40 across deadly missions @Build destroyers, | 
battleships, carriers, and more @Parts and vessels from WWII to present-day } 
weapons systems, and arsenals of the future. eWarship Evaluation System, | 
Survival mode, WWII mode, plus much more 
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“In war there is no substitute for victory.’- General MacArthur 7 Tay 
NAVAL SUPREMACY AND GLOBAL CONQUEST : : 


< 


AVAILABLE NOW Feciile ehedier qf Gpamiionn dl> Wt 


The KOEI logo is a trademark of KOEI Co., Ltd. in Japan and/or other Countries. Naval Ops: Warship Gunner and P.T.O. are trademarks of KOEI Corporation and KOEI Go., Ltd. 
© 2003 MICROCABIN CORP./© 2003 KOEI Co., Ltd. All rights reserved. “PlayStation” and the "PS* Family logo are registered trademarks of Sony Computer Entertainment Inc. 
The ratings icon is a trademark of the Interactive Digital Software Association. 
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HEROCLIX 








Get Your PLAYSTATION MAGAZINE 
Exclusive Limited Edition Hulk Figure 
Available Only While Supplies Last 


YES! Send me the tiny Hulk’ to loom over my screen and 
smash enemies! 


Name (Please print legibly) Date of Birth 
Shipping Address Apt. # 

City 
State/Province ~~—~—~—~—sCZIP/Postal Code 


(Will ship only to billing address on credit card.) 


an) eg Soa MG SNe ba ets a 


Day Phone 


Email Address 


LiVISA UIMASTERCARD LIDISCOVER 
Credit Card Number Exp. Date 
x 





Cardholder's Signature 


Ordering Information PRICE QTY*  TOTAL* 
U.S. Addresses 

Per figure (S&H included) $5.00 

Canadian Addresses (Credit Card Only) 

Per figure (S&H included) $6.00 

Outside the U.S. & Canada (Credit Card Only) 

Per figure (S&H included) $10.00 

*Limit two (2) per order. 


“Total = price x quantity. Tax included. 
Send this original ORDER FORM with PAYMENT to 


Hulk PLAYSTATION MAGAZINE Special Offer 
WizKids, LLC 

12145 Centron Place 

Cincinnati OH 45246 


Do not send cash! Limit two figures per order. No personal checks or money orders accepted on 
orders shipped outside the U.S. Intemational orders will be processed only with credit card payments. 
Make checks and money orders payable to WizKids, LLC. Allow an additional 10-15 days for personal 
checks to clear. Please print clearly. All orders MUST include this original order form and payment to be 
processed. Actual figure may vary slightly from figure shown. In the event the offer is sold out, all orders 
universe or any imaginary world. Endowed with Super Strength and Toughness, he peta ae fe coe will be returned to sender unopened. All payments must be in U.S. funds. 
also possesses extraordinary speed and the ability to leap higher and faster than any OW WEeKS tor deilvery. 
Oto a iets Eee ©2003 WizKids, LLC. All rights reserved, HeroClix and WizKids are trademarks of WizKids, LLC. Patent pending, 
WV) Marvel and all related characters and the distinctive likenesses thereof are trademarks of Marvel Characters, inc., 





Standing a mighty 2” tall, this Hulk is fully playable in the Marvel HeroClix game 


and are used with permission. ©2003 Marvel Characters, Inc. www.marvel.com 
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NCAA Football 2004 A In SSX3, it’s all about conquering the mountain, baby! 
rae NFL 2K4 me 
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64) Rise To Honor 
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| I | Sphinx: TSOS 
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SSX3 


| Bz The Suffering 
ies Urban Freestyle Soccer 


XGRA 


HOT GAMES 


Don’t waste a second; 
turn on over to these 
big games NOW! 








rs 


Resident Evil Outbreak pg. 80 


2 = 
SOCOM Il pg.76 


Medal Of Honor Rising Sun pg. 78 
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<< FANS OF THE SERIES KNOW 
THAT THE WAIT HAS ALWAYS: 


BEEN WORTH IT >> 








Fans of tradition shouldn't worry, 
as the neon-lit half-pipes are back to 
challenge your skills. That, combined 
i with the mountain and stunt courses, 
should provide a far greater variety 

than the past SSX titles were able to. 









The definitive snow- 
boarding series learns 


few new lricks 
GAME INFO Z PUB/DEV ELECTRONIC ARTS | REL DATE FALL | TYPE SPORTS | MAX PLAYERS 2 | ESRB RATING EVERYONE 


ven looking back, all these years later, the original 
SSX still remains not only the most memorable of 
the original PlayStation 2 launch titles, but actually 
one of the best games on the console... period. 


Along with almost single-handedly redefining the 
snowboarding genre, the title also managed to grab 
the attention of traditionally non-sports gamers and 
set new standards that other developers are still 
trying to surpass. In fact, that was a major 
challenge for the talented team located at 
Electronic Arts’ Canadian studios. How would they 
go about topping themselves? Obviously, the 
serious needed some sort of radical change in 


direction in order to remain fresh and innovative. 
And that’s exactly what SSX3 looks to be—a breath 
of fresh air for the genre. 


GONE, BUT NOT FORGOTTEN 

As with SSX Tricky, the cast of characters has gone 
through quite a bit of shuffling and reduction. Gone 
are the boarders who just didn’t quite fit in, or 
somehow managed to receive “injuries” during the 
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off-season. What we're left with are the cream of 
the crop—six returning characters (Mac Fraser, 
Moby Jones, Elise Riggs, Kaori Nishidake, Zoe Payne 
and Psymon Shark), and four completely new ones. 
Joining the competition are Allegra Sauvagess, a 
strong willed gal who dislikes Elise; Nate Logan, the 
buff, hard-working boarder; Griff Simmons, a true 
talent who's only 12 years old; and Viggo Rolig, the 
mischievous foreigner who’s more than outgoing. All 
in all, it’s definitely an eclectic bunch of competitors. 
Yet, they all have one thing in common. They’re all 
driven and unwilling to give up until they come out 
on top, defeating everyone else. 


MORE TRICKS THAN A MAGIC SHOW 
If SSX Tricky didn’t completely fulfill your desire to 
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see and perform over-the-top tricks, = 
then we're sure that SSX3 will. 9 

Eclipsing perhaps even the Tony Hawk It 5 all about the 
series, this sequel is going all-out with g r= | mep | r= | Uj... 

moves that can be performed on 3 
virtually any surface. Not only that, Despite the additions of all the new 
but according to the team “the core bells and whistles, the classic SSX 
tricks have been updated for more gameplay is still there. It’s all about 
fluid transitions” That means, at least finding the best line and hitting those 
hopefully, no more jerky and unre- Jumps just right, so that you get the 
sponsive animations when you're most air. Then, the fun truly begins. 


going from one trick to another. 





















































Along with that, Ubers (which Granted, SSX has always had There are even bonks and Everything from the snow to the 
were introduced in the last game) great tricks, but it has lacked—at handplants, as well, creating what boarder movements showcases a 
have been enhanced to three least so far—the ability for extending one of the team members refers higher level of quality. Virtually every 
different levels and are now hold-able _ trick combos past the moment that to as “a much more complete aspect of the game engine has been 
and combo-able. There are even rail you land. You've generally always trick experience? tweaked or completely rewritten in 
Ubers, so “in the air” is no longer the been limited by how much airtime order to create the most compelling 
only place you'll see them. Oh, and you achieve off of a jump. ENHANCEMENTS and interactive snowboarding oppor- 
when we say that these are some of Fortunately, that’s not the case EVERYWHERE tunities yet. Lighting has been dra- 
the coolest looking tricks yet, we any longer. By throwing in “flatland The previous two SSX titles definitely matically enhanced, textures are 
aren't kidding. Fans of the series are board press abilities”, the developers weren't slouches in the graphics rendered in higher resolutions, colli- 
definitely going to be blown away by have allowed gamers to extend their department, but that is one areathat sions are more accurate, wipeouts are 
what they'll now be able to do. combo strings much, much longer. SSX3 is truly going to excel in. no longer simply canned sequences, 


animations look much smoother, and 
that’s just the tip of the iceberg. 
There’s not a single area that hasn't 
been enhanced in one way or 
another and that is hinted at in these 
screenshots. What you can’t see in 
these screens, though, is the fact that 
the game will run at a “rock solid 
60fps”, a definite first for the series. 





A TRUE SEQUEL 
An up-close look at ~~ While SSX Tricky was always consid- 
hy | the game in action fhe * | ered a sequel by the developers, we 
: ‘ always felt it was more of a retelling 

of the original game, but with a larger 


| < Overlaid background |~ emphasis on the tricks system. 
images add to the 





apriarerk vastness of the ie There's no denying that it was a great 


mountain courses. "= and fun game, but we were hoping 
“< ae for a bit more. That’s why it’s great to 
hear that SSX3 is going to be such a 
departure. From its single locale to 
the much-improved trick system, 
there's going to be a lot here to 
discover. And if it all ends up like we 
‘colli caine a 3 3 ‘ think it will, then you can definitely 
With over 800 unlock- se : ; ’ : expect to see us on the online slopes 
j able eens ann boards, ss g e # come this Fall. Until then, take a 
Saeed woleer ; ‘ gander at these brand-new and 
exclusive screenshots. And remember, 
you'll only see them in PSM. 
STEPHEN FROST 


With some radical new changes, SSX3 looks 
to redefine the genre all over again. 
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Carving The Edge 


More so than the past games, carving 
through the turns really helps you to 
take those corners quickly. You'll even 
be able to pick up a little speed. 


4 With her collection 

of cool-looking tricks, 

Elise still remains 

one of our favorite ‘ 

characters. Characters: 10 


Board Designs: 100+ 
Unlockable Items: 800+ 


DTS Interactive: Yes 


<The 
fearless 
Allegra will 
be Elise’s 7 , 
main rival in 4 For the first 


-_ hs Hes £4 SSX3. * ; time, special 

Z —tuAas Le. ' : tricks can be 
Na eS ? 4 PP , performed 

A It’s impressive how flexible she is, huh? : ~ 3 . during rail 
J ! slides. In fact, 

even Ubers can 

be used, but 

only if your trick 

meter is full. 


eenseseeeseocsecesseseeesoeseseced 
ae : ———— — Ps Se Te re 
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THE LORD OF 
THE RINGS: 


THE TREASON 


Vivendi returns to the books for 
its newest LOTR adventure 


OF ISENGARD 











hen J.R.R. Tolkien 

first wrote The Two 

Towers, the story was 

originally called The 

Treason of Isengard. 
For the average fan this makes no 
difference, but for Vivendi it was a 
way to differentiate its game from 
EAs offering. 

Focusing more on action than its 
predecessor, Isengard will offer three 
distinct styles of play: hack and slash 
adventure, stealth and set piece 
battles. The hack and slash will 
occupy the majority of your time 
when playing any of the main charac- 
ters and the set piece battles are 
expected to occur at key points in the 





‘ i & 
A There are several drivable vehicles in 


the game, but the APC’s best feature 
has to be its mini-gun. 


story—most likely 
when the Orc army faces off against 
the Elves. 

What really caught our eye though 
were the stealth missions. You will 
play through the stealth levels as 
Gollum and he looks absolutely 
fantastic. Looking something like an 
emaciated monkey mimicking a cat, 
Gollum’s movement is both natural 
and otherworldly at the same time. 
There is no doubt he will be the star 
of the game. ADAM PAVLACKA 


Fans of Tolkien’s books may prefer this title 
over EA's games. 
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THE GREAT ESCAPE 


Bullitt takes it fo fhe Nazis 





A Much of the gameplay is based around 
stealth, but there are times when you just have 
to blow stuff up. 


d 


A Steve McQueen’s Hilts is the team’s driver, but he also wields a mean right hook. 


A The character models have been a 
point of focus for the developer. 
The level of detail in the Orc’s face 
is quite impressive.. 


> If you prefer to 
fight with a sword, 
Aragorn will be your 
character of choice. 









A The environments are 
stunningly beautiful. 












4 Each of the 
main characters 
has their own 
fighting style. 
Gimii is very 
much a brawler. 














f you’re not familiar with the 
1963 film, The Great Escape, 
here’s the skinny: Steve 
McQueen and several other 
famous actors are WWII 
P.0.W.s who stage a massive, some 
might even say “great”, escape from 
one of Germany’s toughest P.O.W. 
camps. In game terms, this means 
three things: stealth, guns, and Nazis. 

There are four main characters in 
all, each of whom has different skills. 
MacDonald speaks German, and so 
can don a uniform and go undercover. 
Hendley is a scrounger and pickpock- 
et, similar to the A-Team’s Face. 
Sedgewick is a MacGyver-like inventor, 
and Steve McQueen's Hilts is a two- 
fisted, lock picking, all-rounder with a 
heart like a wheel. 

Gameplay covers 20 levels and 
lots of variety. In our demo alone, we 
snuck through one level in disguise, 
commandeered an APC’s turreted 
mini-gun to win a heated firefight, 
and stole a Nazi motorcycle to make a 
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final, Road Rash-style dash over the 
border. This won't be the prettiest 
game you play this year, but its sense 
of adventure is mighty appealing. 

ERIC BRATCHER 


A There are several kinds of evil Nazis, all 
of whom tend to shoot first and ask 
questions later. 





Here's your chance to take that awesome 
motorcycle ride over the barbed wire! 





UY) 

s THQ’s latest entry into 

the crowded platformer 

fray, Sphinx: The Shadow 

of Set wins the prize for 

being the first PS2 game 
in the genre set in Egypt... well, more 
precisely, a world beyond Egypt where 


A Many trademark 3D platformer mechanics 
are in place, such as the good ol’ “monkey 
bars” maneuver. 


A Control will switch to bandaged up King 
Tut during the game’s stealth levels. 


PREVIEWS ¢¢ 


TNH PUB THO | DEV EUROCOM | REL DATE FALL | TYPE ACTION | MAX PLAYERS ONE | ESRB RATING EVERYONE 


Fight Like 
ioe An Eguptian 


mixing one part Egyptian 
mythology with two parts " z ; 
monster movie to come up ‘ Sphinx has powers that will 


with the game's enemies. have the bad guys screaming 
for their mummies. 


ae 
| 4 


$ 


a “at 
tar 
; 


7 





A Sphinx’s most basic attacks involve 
his razor-sharp sword. 














4 He can also use powerful magic 
against more formidable foes. 


SPHINX: 52°" 


Beyond Egypt lies this slick-looking new platformer 


Pharaohs and hieroglyphics are still in Rove 

: : ¥ It’s a big, intricately 
style. Players will control title detailed game world—but 
character Sphinx, a demigod who it’s not technically Egypt. 
has—among other god-caliber 
powers which are obtained over the 
course of the game—the handy ability 
to transform into a winged lion. 

The “Set” in the game's title is 
actually the name of its villain, a bad 
guy whose rap sheet is headlined by 
the theft of the mystical crowns of 
Egypt—precious relics that our boy 
Sphinx is out to recover. Set, 
borrowing a page (or would it be 
papyrus scroll?) from countless plat- 
former evil-doers before him, has put 
all sorts of puzzles and underlings in 
the way of the hero. Some of the 
challenges will include stealth-based 
levels where players will control the benefit of the doubt. 1 7m. < Sphinx can harness the 
mummy Tutankhamen (‘“Tut” to his The game is already looking quite Last dls acne 
few friends). Evidently, mummies good, with expansive levels, intricate = just wants a good, 
don’t stand out very much, despite architecture, and lots of torch-lit f >». sharp sword in 
their moans and shuffling feet—but atmosphere. Its setting is unique, but Ms tan 
we'll give developer Eurocom the only time—some serious, hands-on 
play time on our part—will tell if 
Sphinx has what it “i. 
takes toreach the top 
of this year’s very big plat- 
former pyramid on PS2. RANDY NELSON 


{haat 


The setting helps Sphinx stand out from the 
pack... hopefully the gameplay will be, too. 
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THE LORD OF 
THE RINGS 


hat do you get when 

you combine the 

most epic fantasy 

tale ever told with 

intense hack-’n-slash 
action? Lord of the Rings: The Two 
Towers. What do you get when you 
take those two elements and throw in 
more playable characters, branching 
paths, and way more memorable 
moments? You get its sequel: LOTR: 
The Return of The King. 

To those who were miffed that the 
entire core LOTR cast wasn’t playable 
in the first game, EA answers back by 
giving players control over Gandalf, 
Frodo, and Sam (plus four hidden 
characters) in addition to Aragorn, 
Legolas, and Gimli. Having all of the 
key players from the films in the game 
leads to what is perhaps the biggest 
addition to the sequel: a “choose your 
own adventure” style storyline. At 
certain points in the game, players will 
be able to choose multiple paths, with 
the characters they can control deter- 
mined by the path they choose. The 
offshoot of this is that it will require 
several play-throughs in orders to 
experience the entire game in all its 


epic scope. 

Another key addition to this sequel 
is cooperative play—something that 
was sorely missing from the first. 

EA has drawn inspiration from classic 
quarter-munchers such as Gauntlet 
for this mode: two players can 
fighting alongside each other through 
all the game's levels, on the same 
screen, with loads of enemies to 
contend with. 

There's also a concerted effort to 


PUB/DEV EA | TYPE ACTION/ADVENTURE | REL DATE NOVEMBER | MAX PLAYERS TWO | ESRB RATING TEEN 


e THE RETU 
e OF THE KING 


make the game's environments much 
more interactive this time around; 
nearly everything can be broken, and 
there will be plenty of situations 
where destroying things will be key to 
proceeding. The game's designers 
ensure that the larger focus on back- 
ground interaction will lead to many 
more “big moments” in this game. 
Visually, the game is already more 
striking than the first, featuring char- 
acters which sport three times the 
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The Chief 
Of Staff 


Because tens of thousands of 
gamers demanded it, you'll 
now be able to play as ye olde 
wizard, Gandalf. He may look 
frail, but this spry magic guy 
can still kick arse! 


a 


A With his sword, staff, and skills with 


spells, you’d have to admit Gandalf is 
pretty fly for a White Magic guy. 


<4 Gandalf is adept at fighting with 
sword or staff. 


polygons and four times the texture 
detail. It also promises to be larger: 
the development team is shooting for 
a whopping 18 levels all told. LOTR: 
ROTK will launch on November 4, a 
full month ahead of the movie, and 
EA has worked with director Peter 
Jackson to make the game not just a 
movie tie-in, but also a tool to explain 
the film’s events more in-depth. 
RANDY NELSON 


A You wanted bigger moments? You got 
‘em. Wait ‘til you see the Nazgul in action! 


¢ Gandalf is what you might call 
“ambi-lethal”: he can use his staff 
and sword simultaneously. 


It’s better looking, bigger, and has all the key 
characters—could be an epic in the making. 








COMING SOON TO PLAYSTATIONSZ 
COMPUTER ENTERTAINMENT SYSTEM 


THE SAGA CONTINUES... 


www.dothack.com 
Sadamoto  lto ° Mashimo 
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¥ It will be important that this game has a 
very deep and flexible fighting system. There’s 
nothing worse than seeing the same moves 
repeated over and over again. Right? 


@ pretty much 
already revealed all 
the important info 
on Sony's latest 
action title, Rise to 
Honor, but that's not going to stop us 
from showing you readers these latest 
screens. Over the last few months, the 
game seems to have shaped up nicely, 
with a definite increase in the graphics 
department. Some of the things the 
development team is doing with the 
motion-capturing is also certainly 
impressive and bound to set a new 
standard in this industry. Character 
animations are as smooth as butter, 
while the combat—especially against 
multiple assailants—comes off 
extremely realistically. Hopefully, we'll 


Jet Li’s character, Kit Yun, will have 
to travel all the way from Hong 
Kong to U.S. shores in order to 
deliver an important message to 
his dead boss’ daughter. 
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A Expect that you'll often need to take on 
several different enemies at the same time. 


We can’t wait to see what sort of moves Jet Li 


will be able to pull off in this game! 


get some serious hands-on in the 
near future, so expect more details 
shortly. STEPHEN FROST 


A On a few of the levels, you'll actually 
be able to pull out some guns and shoot 
your way out of the situations. 


A With so many items in the back- 
grounds, we sure hope that the environ- 
mental interaction is top-notch. 


A Jet Li, aka Kit Yun, pulls a Solid Snake 
and hides from the approaching flash- 
light. Stealth is key in this game too. 


¥ This looks exactly like some of the 
scenes from Jet Li’s U.S. movies. 
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| Use Happy My Hunt's acceleration to cut through the 
) pack. You won't be able to do this without suj 

| speed. Don't worry about the clock. Just mak 

, get ahead of the other horses. However, do: 
_ v 





® Start as a rookie and race to the elite G1 class! ® 
d Compete for the best rides. Learn racing tactics from 
lism! Cha wea kc veteran jockeys. Work your horse into top form, set a 
iquiries; and falls @ ‘acing schedule, and ride to victory! @ 


JUNE 2003 






Visit www.esrb.org or 


call 1-800-771-3772 


for Rating digs 7 PlayS al tionec Ss 
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A. Like in classic action games, such as Gauntlet, you'll 








Ithough it shares a name 

with the Xbox and 

GameCube versions of 

Hunter the Reckoning, 

Wayward is not a mere 
port. It is a sequel in the truest sense 
of the word. Planned as a PS2 
exclusive, Wayward picks up the 
story two years after the end of the 
original game. 

The original four Hunters make a 
triumphant return in Wayward, along 
with an all-new fifth Hunter added to 
the mix. The action-based gameplay is 
similar to the first, however, High 
Voltage has taken gamer criticism to 


heart and promises to fix the issues 
that plagued the Xbox version. One of 
the biggest improvements has to do 


A Some of the bosses, like this werewolf, 
can be a real pain in the ass. You’re going to 
have to work hard and shoot fast. 


often be surrounded by a large number of enemies. 


e THE RECKONING 


H U NTER: WAYWARD 


The PS2 does a litte hunting of its own 


A Both lighting and fog effects add dramti- 
cally to the game’s atmosphere and mood. 
Plus, they just look pretty darn cool! 


Action games, like Hunter, are great in 
providing plenty of multiplayer fun. 


with the original camera system, 
which tended to block your view at 
times. In order to makes things easier, 
foreground objects will now turn 
transparent, so that you'll be able to 
see your character clearly at all times. 
Along with a new character (which 
the developers have yet to reveal), 
Wayward also introduces a hub 
system to the game. Dubbed the 
Hunter Headquarters, the hub system 
causes levels to change according to 
the order in which they are played. 
For example, playing through levels A, 


¥ There will be over twenty monsters for you 


to practice your different attacks on. 


he 


B and C will be different than playing 
through levels C, A, and B. It is an 
ambitious goal, but if High Voltage 
can pull it off, Wayward should have a 
good deal of replay value. 

Wayward keeps the same two 
stick control system used in the 
original (think Robotron), however, the 
number of simultaneous players has 
dropped from four to two. While this 
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Each level in Wayward has 
multiple objectives for players 
to complete. Some will be 
required, some will be optional. 
A few will even be hidden. 
Completing all of the objec- 
tives will serve to unlock some 
of the game’s hidden features. 





AY Figuring out all the level objectives 
will help you to unlock all the hidden 
bonuses. Can you find them all? 











is likely due to the number of control 
ports on the PS2, it would be nice if 
High Voltage could have added 
support for the multi-tap. Still, with 
the inclusions of a new character, an 
expanded weapon cache and a high 
replay value, Wayward has the 
potential to be a sleeper hit for 2003. 
We'll see soon enough. 

ADAM PAVLACKA/STEPHEN FROST 











PREVIEWS ¢, 














GAME INFO PUB UBISOFT | DEV SONY CEI | TYPE ACTION | RELEASE DATE JULY | MAX PLAYERS ONE | ESRB RATING EVERYONE 


APE ESCAPE 2.8 


for a second time 









x 





he original Ape 

Escape, which was 

released in 1999, wasn’t 

that successful sales-wise. 

However, it did manage to 
win the hearts of a dedicated bunch 
of fans. The game's usage of the then 
new Dual Analog controller certainly 
was innovative, but never really 
sparked any imitators. So, it was 
assumed that U.S. gamers would 
never see any further sequels in the 
series. Fortunately, thanks to Ubi Soft, 





A Creature cameos are 
everywhere. Crash veterans 
will recognize the statue of 
Tiny holding up the ceiling. 











A Each track has a number 
of different surfaces that can 
affect the way your car 
accelerates and handles. 


that assumption was wrong. 
With a late summer release date, 
Ape Escape 2 follows the adventures 


of Jimmy, a boy whose dumb mistakes 


have caused the monkeys to regain 
their intelligence. The evil monkey 


a Sy, Spector has returned, as well, but 

ZB & S28... |) with a whole new plan for world 

\/%. domination. So, it’s up to you to 
4 


make your way through the 
» game's 20 levels, capturing the 
300 wacky monkeys who now run 
rampant. Fortunately, along with the 
established arsenal of gadgets from 
the last game, players will have 
access to several new ones, including 
the bananarang, water cannon, and 
magnet. Get your net ready, though, 
because we'll have a full review next 
issue. STEPHEN FROST 


This title has a larger amount of amusement 
than a round wooden container of simians. 








4 Along with the new gadgets, you'll have a 
variety of vehicles to catch your targets! 





A Bosses are defeated in rather unique 
ways. You'll have to find their weaknesses. 





A It’s going to take all your mad skills to catch the monkeys this time. They’ve gotten more 


than quite a bit smarter. 





GAME INFO 


4 Some of the more insane tracks were inspired by the Wipeout games. 

















Ithough it is not a direct 
sequel to Naughty Dog’s 


Crash Team Racing, Crash 


Nitro Kart appears to 

have a lot in common 
with its PSone ancestor. The 
environments are similar, the GUI is 
nearly unchanged and the charac- 
ters... well, this time there are simply 
a whole lot more of them. So what’s 
to be excited about? 

Among the promised features are 
transforming karts, system link 
support and a level editor. If the 
transforming karts are more than just 
a visual gimmick, they have the 
potential to add a new layer of 
strategy to a genre that has remained 
relatively stagnant over the past few 
years. When asked specifically about 
the system link support, though, 
Universal was suspiciously mum on 
the specifics. Hmmm... could online 
play be a possibility? 








PUB UNIVERSAL INTERACTIVE | DEV VICARIOUS VISIONS | REL DATE NOVEMBER | TYPE RACING | MAX PLAYERS TBA | ESRB RATING EVERYONE 


CRASH NITRO KART 


The wacky bandicoot races back 
into the spotlight 








Could this bring some new ideas to a stale 
genre? It looks like it. 





Regardless, the success or failure 
of Crash Nitro Kart is going to greatly 
hinge on the quality of the track 
design. Currently the game has a mix 
of standard kart racing tracks as well 
as some more extreme, Wipeout- 
styled, looping courses. Hopefully, 
that will be enough. We'll see. 

ADAM PAVLACKA/STEPHEN FROST 





vy Roads? Where Crash is 
going, we don’t need roads! 
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cae PUB VIVENDI | DEV BLACK ISLE | TYPE ACTION/RPG | MAX PLAYERS TWO | RELEASE DATE FALL | ESRB PENDING 








Crem 


BALDUR'S GATE: 
DARK ALLIANCE 2 





NEW SCREENS 








ith the great success 
of the original Dark 
Alliance, across all 
three consoles, it was 
inevitable that a 
sequel would eventually appear. We 
would have never guessed, though, 
that DK/I could definitely end up as a 
grander experience, with a two-player 
cooperative mode and a new item 
creation system, which allows you to 
forge your own unique weapons and 
armor. 

The game is 
now composed of 
over 40 levels and 


‘Vv While you can’t 
really see it here, the 
camera actually zooms | 
in closer when you get 
caught up in a battle. 







A One of the new enemies is the bush ninja, 
who will sneak up on you under cover of a 
bush (duh!) and bonk you on the head. 


4 Harry's back ina 
new adventure! 





err, 
if a 


= 


1 


Building upon the original is challenging, but 
this sequel looks to deliver. 





stars five, all-new characters. The 
monsters have expanded in numbers 
and have even benefited nicely from 
higher polygon counts. We should be 
able to reveal even more next issue! 


STEPHEN FROST 
















GAME INFO 


A Direct Control will enable you to paddle 
exactly where you want to—which should 
probably be to the left, and quickly. 


PITFALL 
ARRY 


A platforming legend returns... 





PUB ACTIVISION | DEV EDGE OF REALITY | REL DATE 02 | TYPE ACTION/ADV. | MAX PLAYERS ONE | ESRB RATING PENDING 











TN PUB E1005 | DEV CLIMAX | MAX PLAYERS TWO | TYPE ORIVING | REL DATE SUMMER | ESRB PENDING 
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A> Racing in 
Mini Coopers is 
pretty neat 
because you can 
go through areas 
that normally 
aren't accessible a ‘ f 
to normal cars. 8 


THE ITALIAN JOB 


his summer’s remake of 
the 1969 action opus The 
Italian Job may not be 
lighting up movie theaters 
just yet, but the game 
based on its premise is already well 
under way. Developed by the team 
responsible for Rally Fusion, The 
ItalianJob is an action-racer with a 
plethora of features. And we're not 
just referring to the planned DVD 
extras ripped from the movie, either. 
In fact, the numbers in The Italian 


Job are pretty impressive: with 15 
story-based mission tracks, 7 stunt 
tracks, 10 circuit-based racing courses, 
and 10 different vehicles. Expect to 
see several multiplayer stages as well 
when it debuts later this summer. 
JEREMY DUNHAM/STEPHEN FROST 


We're always interested in racing titles that try 
something a little bit different. 












ef 


# The game uses the 
Havok physics engine, 
which means that these 
jungle vines will swing 
very realistically. 











e were a little 
concerned when 
Activision announced 
the return of its 
classic croc-jumping 
jungle king. Granted, the original is 
practically revered by everyone who 
was around back in 1982, but the last 
few outings haven't been kind to the 
series. However, after getting a look at 









the new game, we're thinking it may 
be time to welcome Harry back after 
all. Titled simply Pitfall Harry, the new, 
fully 3D game will feature over 50 
levels, each of which will take one of 
two forms: Pathway levels and 
Adventure levels. 

There are now more open environ- 
ments, where you'll solve puzzles, 
fight bosses and deal with more 


modern gameplay elements. This is 
also where the game's innovative 
“direct control” system will be most 
important. With this system, you use 
one or both analog sticks to control 
Harry’s hands directly, enabling you to 
point your torch at certain spot, cross 
an ice wall in careful, Crazy Climber- 
style, paddle around on an inner-tube, 
and pry a crocodile’s mouth open. 


Granted, it may still too early to tell 
if the original king of the video jungle 
can regain his throne, but it’s clear 
he’s going to put up one heckuva 
fight. ERIC BRATCHER 


A series with retro appeal, and an intriguing 
blend of old and new-school game design. 
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; used to commant juers. We uncovered a conspiracy that threatened to destroy the entire frontier. The corporations 
"turned the galaxy into a battlefield. They murdered my squad. | was framed and spent ten long years in prison. Now I'm out. As a hounty 
hunter, | travel the galaxy bringing down criminals for cash. But the only thing I'm after... is revenge. 
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SLAYER: 


CHAOS BLEERSE 


The Vampire Slayer stakes 


place on PS2 





BUFFY THE 5» 
VAMPIRE 





Se 


fa | 













he first Buffy game 

appeared exclusively on 

the Xbox system, which 

meant that a vast majority 

of series fans never got a 
chance to try it out. Fortunately, for 
her second outing, the slayer has set 
her sights on the PlayStation 2, as 
well, and she’s never looked better. 
Not only that, but this is going to 
probably end up as one of her biggest 
adventures ever. 

“Developed with the show's 
writers as a “lost episode” from 
season 5, Chaos Bleeds involves an 
unraveling tale in which a dimensional 
bleed has been enabled by Pure Evil 


to consume humanity once and for 
all” Using weapons established in the 
series, and a cast of five playable 
characters (Buffy, Angel, Willow, 
Xander and Spike), players will have 
to take on a variety of enemies and a 
few surprises. You'll also be able to 
jump into the game’s many multiplay- 
er modes for some fun with your 
friends. Just don’t get bitten, ok? 
STEPHEN FROST 


It looks like PS2 owners are finally gonna get 
to sink their teeth into a Buffy game! 






PLA” PUB SIERRA |DEV EUROCOM | TYPE ACTION | REL DATE FALL | MAX PLAYERS TWO | ESRB RATING TEEN 





4 Willow relies on her 
magic rather than just 
straight brute force. Hey, 

magic works just as well as 
a punch. 
























A The classic effect of a vampire 
getting staked never bores us. It 
definitely showcases some nice 

lighting effects. 


> Exploration, as 
well as combat, will —= 

play a major factor 
in this game. 





¥ Buffy has an even larger 
arsenal of attacks this 
time. The vamps can’t 
even begin to keep up 
with the slayer. 














The sandlot 
game lurns pro 














A Gone are the days of the seven man team. 
NFL Blitz: Pro features full eleven man teams 
withall of your favorite players. 


idway Sports has 
reinvented its Blitz 
package, keeping all 
of its trademark edge 
and extreme style 
while moving more in the direction of 
other popular football sims, like the 
Madden series. 

There’s a huge list of changes and 
improvements, so let’s get busy here. 
The most radical change is moving 
away from the arena-esque seven 
man teams, up to the regulation 
eleven man rosters. Midway has also 
improved on the Al, promising that 
the catch up code has been eliminat- 
ed. You either rock or get rocked! 

Then there’s the new Biitz-style 
running game, complete with plays 
the pros haven’t even thought of yet. 

Also included in the mix are new 
interactive sidelines, new play-by-play 
and color commentary, and a new 
Franchise mode, where up to 32 


A Midway promises that the rosters will 
be complete and updated with the 
latest team acquisitions. 











A The running game will be key in this new version of Blitz. Midway promises some trick 
plays the pros haven’t even thought of yet. We'll hold judgment on that one for a bit... 
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gamers can compete for up to 10 
seasons. Sounds very intense! 

Toss in the fact that Pro can also 
be played online and it sounds like 
Midway just may have a real Pro on 
its hands! BILL DONOHUE 





4A New motion captures promise even more 
realistic catches, runs and tackles. 


With full teams and a ton of improvements, 
could Blitz be gunning for Madden? 
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FREEDOM: 
SOLDIERS 
OF LIBERTY 


EA’s action fille 
has definitely 
come a long way 


> Be a working 
class hero and 

defeat the evils 
of Communism! 









A It’s easy to direct your 
team to use the surround- 
ing objects as shelter. 








> Notice any unmanned 
weapons, and you can grab 
them for your own uses. 






4 The game engine allows 
for nice particle effects, like 
this explosion. 


CO 


o Interactive’s new alternate 

reality-based actioner poses 

the question “What if the 

Soviet Union won the Cold 

War?” Picking up immediately 
after the assassination of the U.S. 
President and invasion of America by 
Russian soldiers, Liberty places 
gamers into the role of a blue-collar 
worker who rises from obscurity to 
become the world’s most prominent 
freedom fighter. 

Split into two different types of 
gameplay modes (strategy and tradi- 
tional third-person action), Freedom 
will offer a multitude of innovative 
mechanical elements. Heavily rooted 
in squad-tactic ideals, the foremost 


element is the charisma-based 
recruiting system that allows players 
to bolster their forces with smart 
decision-making. 

Building on that, lo’s “Glacier” 
engine has been used to produce 
some spectacular particle effects and 
impressive 3D models. 

Defintely expect more details on 
Freedom: Soldiers of Liberty as we 
approach its expected autumn debut, 
and the game continues to improve. 

JEREMY DUNHAM/STEPHEN FROST 


Impressive squad control, beautiful graphics 
and huge explosions could make this a hit! 





ene = P is es 
A The Soviets know how to advertise, don’t they? It’s going _ 
to be a tough job making the country free again. 
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GAME INFO 





PUB EA | DEV TIBURON | REL DATE FALL | MAX PLAYERS TWO | ESRB RATING EVERYONE 


MADDEN 2004 


New innovations may send 
Madden to the Hall Of Fame 













A Looks like you got there 
a bit early. Someone’s 
gonna throw a yellow flag. 






or the last couple of years, 
the Super Bowl champion 
of all football games has 
been Madden. Now the 
latest title in the series has 
come up with some major innovations 
that look to guarantee big numbers in 
the “W” column. 

PlayMaker control is basically the 
same control structure used in last 
year’s NBA Live. The right analog stick 
can change a hot route, change the 
direction of a running play without 
flipping the entire formation, the QB 
can use it to direct receivers, runners 
can use it to direct their blockers and 
the defense can use it to make split- 
second adjustments. This is one great 
innovation for videogame football! 

The second huge innovation for 
this year’s title is the Owner mode. 
You get to run the whole show: hiring 
the entire coaching staff, setting the 
ticket and concession prices, you can 


A The straight arm is useful, but now 
running backs can also throw a shoulder 
into the would-be tackler. 





aa a = 
A Blockers can be directed to take out any particular defending p! 
analog stick. That’s the beauty of PlayMaker control. 


a 
layer by using the right 
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rename, rebuild or even relocate your 
stadium, and pay signing bonuses, 
among other things. 

There are even more innovations, 
but we're out of time. Tune in to a 
future issue of PSM to learn more! 
BILL DONOHUE 





ee 2 ines . 
waa 8 eee 
A The receiver looks the ball into his hands, 
just like in real life! Sweet! 


PlayMaker control and the new Owner mode 
are enough to move this title to the Pro Bowl! 












NBA LIVE 2004 


Live readies another 


championship run 











ast year’s version of NBA 

Live marked a monumental 

turnaround for this 

franchise. This year is all 

about building on that 
momentum with polish and depth. 
For instance, the game’s innovative 
Freestyle Control has been fine-tuned 
and gameplay sliders added for those 
who felt last year’s version played a 
little too fast, while in terms of 
graphics, you'll notice the amazing 
new facial models immediately. They 
look scary real. 

The legendary announcing team of 
Marv Albert and Mike Fratello provide 
commentary that’s been radically 
reengineered to sound more like a 
genuine broadcast. Each of the NBA 
stadiums have also been redesigned 
down to the appropriate champi- 
onship banners and jerseys hanging 
from the rafters. 

If this game tightens up its 








A Collision detection is just one of 
the many areas that this year’s 
game has improved upon. 


A If everything works out okay, one 
of these guys is going to go home 
with a cheerleader. 


gameplay authenticity without toning 
down the fun, EA’s resurgent basket- 
ball series will be in for its best year 
ever. Considering Sega Sports’ recent 
efforts to liven up its stellar basketball 
franchise, this is going to be a great 
year for hoops fans. DAN EGGER 


¥ It’s amazing how much 
etter the faces look this year. 


Way 


SUIETIVETSO, 


Last year’s version was too arcadey for hard- 
core fans. If they fix that, the sky's the limit. 














GAME INFO 





A The improved facial expressions can 
better express Yao Ming’s frustration with 
tiny American underpants. 


PUB/DEV EA | TYPE SPORTS | RELEASE DATE FALL | MAX PLAYERS EIGHT | ESRB RATING EVERYONE 





A “C'mon everybody, free piggyback 
rides!” Yao can be a hard guy to score 
against, with his height. 





A Check out the detail throughout the stadium. All 29 NBA arenas are now in this game. 








-_ NCAA 
‘= FOOTBALL 





PUB/DEV EA | REL DATE JULY | TYPE SPORTS | MAX PLAYERS TWG | ESRB RATING EVERYONE 








2004 


Everyone’s All-American is back for more 








Ad Ter 





A This is how college football is meant to be played. It’s all hands-on, baby! 


ow, it seem like it’s 
been more than a 
year since NCAA 
Football 2003 hit the 
PlayStation 2. Maybe 
that’s because last year’s version was 
the best college football game ever 
made, and we played it nonstop for 
months on end. Much to our excite- 
ment, NCAA Football 2004 looks to 
be better than its predecessor, which 
means that Tiburon isn’t resting on 
last year’s success. 

This year’s enhancements focus on 
the pageantry and history of college 
football. You'll be able to play with 
classic NCAA teams and relive your 
school’s most memorable moments in 
one of the 20 greatest college games 
of the last two decades. You'll also be 
able to check out new pre-game 
introductions and experience the joy 
of ripping down the goalposts when 
your team beats its biggest rival. And 








is the Dynasty mode! This 
year’s promises to be phenomenal. 





for those who enjoy a good gloat, you 
can now taunt your personal adver- 
saries with heated smack-talking, 
thanks to voice chat support during 
online play. DAN EGGER 


& ‘ eek 
« Yay! We won! Now let’s destroy the 
$15,000 goalposts! 
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A It will be interesting to see if exploration 
play a more important role. Don’t you just 
want to go in that house and see if there’s 
weapons of mass destruction in there? 







Don’t be surprised to see the 
fighting head to the streets. You 
won't just be limited to distant 
locations anymore. You'll actually 
be fighting in towns, as well. 











While there are definitely more 
places to take shelter in a town, there 
are also a lot more locations where 

snipers can hide. 


hile rumors of a 
SOCOM expansion 
pack have heavily cir- 
culated over the last 
few months, Sony 
has seemingly one-upped everyone 
and is going all-out with an actual 
sequel. We originally would have been 
happy with just some new missions, 
more locations, and an increased 
arsenal, but that’s no longer the case. 
Now that we're actually seeing what 


Vga PUB SONY CEA| DEV ZIPPER INT. | TYPE ACTION | REL DATE NOV. | MAX PLAYERS 16 [ONLINE] | ESRB RATING PENDING 


A One can easily see the improvements made in the graphics depart- 
ment. Gamers should expect larger, yet more detailed, environments. § 


SOCOM! 


The best selling online game gets a full-on sequel 
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e U.S. NAVY 
e SEALS 


new refinements and additions that 
Zipper is adding to this sequel, a 
simple “add-on” really wouldn’t do. 
Collaborating with (Russian) 
Spetznaz and (British) SAS groups, 
you'll be able to lead your team 
through 12 new missions situated in 
such areas as Brazil, Russia, Albania, 
and Algeria. Enemies will showcase 
increased intelligence and strategic 
attacks, so be thankful that you'll 
have access to more weapons. From 
the latest in LAW, RPGs, and rifles, 
you'll be fully armed and ready to 
take on anyone. There’s even a new 
night vision interface to make those 
nocturnal missions less dangerous. 
Further building upon those 
additions, SOCOM II will benefit 
greatly from improved voice recogni- 
tion technology. Not only are there a 
larger number of recognized orders, 
but the simple act of talking to your 
teammates online is smoother and 
more intuitive. You can also finally see 


A Over-the-shoulder weapons will now be a 
valuable part of your arsenal. 


who's actually talking to you, too, 
which should hopefully cut down on 
the confusion. 

The biggest negative of the 
SOCOM experience is the rampant 
usage of game enhancers (ie. 
GameSharks). Hopefully, Sony will 
work with Zipper to combat this 
negative trend and bring the series 
back to its former glory. We're defi- 
nitely excited about this title, and 
can't wait to get back behind enemy 
lines! STEPHEN FROST 


-¢ With several new team types, it’s good to 
see a nice variety of skins for the characters. 
There’s nothing worse than seeing a bunch 
of the same character running around. 


We'd hoped for an add-on; what we got was 
a full-fledged, much improved sequel! 
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%. PREVIEWS 


MEDAL OF HONOR 


RI ING SUN A closer look at EA’s upcoming Pacific wargame 


e got our first taste 
of the latest entry in 
EA’s impressive first- 
person shooter series 
a couple months ago, 


but we managed to sneak another 
peek, and thought we should share it 
with you. Some of the specific 
missions are starting to come more 
clearly into focus, and they look 
fantastic. 

While most World War Il-themed 
games focus on the European front, 
Medal of Honor Rising Sun reminds us 
that a huge part of the war was also 
fought in the Far East. You'll play the 
part of Marine Corporal Joseph Griffin, 
leading him through missions encom- 
passing the war’s Pacific Theater of 
Operations. 

There are ten levels overall, com- 
prising five major missions. Things 
> Enemy planes don’t go down easily, but a 


50 caliber shell should perforate them 
pretty well. 


start out in a major way with level 
one, which puts the player on the 
U.S.S. California during the Japanese 
sneak attack on Pearl Harbor. You'll 
spend a lot of time using big, deck 
mounted turret guns to shoot down 


AVaigy PUB EA | DEV EALA | TYPE FPS | REL DATE FALL | MAX PLAYERS FOUR | ESRB RATING PENDING 


A When a game starts with the Pearl Harbor attack, 


enemy planes, or just trying to stay 
alive as the big ships break apart 

during the attacks. It’s one thing to 
have the floor give way under your 
feet, but it’s a much larger problem 
when you're riding a small PT boat 
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you know you're in for a visceral experience. 


and the battleship right next to you 
begins to topple over—that’s a scene 
you have to see. 

We've also actually played 
through some of mission three, a 
midnight raid on Guadalcanal. In this 


A Enemy soldiers can conceal themselves 
almost anywhere, from the tall grass to the 
taller trees. 


This new title looks to further establish Medal 
Of Honor as the wargame series to beat. 





Danger Zone 


When you're in a battleship 
that’s under attack, being below 
decks is sometimes as 
dangerous as being topside. 
Explosions can rock the boat, 
even tearing through the floor! 


4+ Captain, she canna hold together 
much longer! When a battleship takes a 
hit, things can get messy. 


A Blue jeans are the standard-issue uniform 
for seamen, but if this guy takes down that 
Zero with a rifle, we’d want him on our side 
even if he’s wearing a diaper. 


mission, we started out heading up 
the river in a small boat with a 
handful of other marines, sniping 
enemies along the river under the 
cover of darkness. Eventually, we 
landed (but not before one of our 
boys leaned too far into the water and 
was drug out of the boat by an 
alligator) and headed inland, where 
enemies hid in thickets of tall grass, 
and sometimes even in the trees. The 
mission ends with you blowing up the 
better part of an enemy camp. 

From there, you'll head to 
Singapore, and later missions will find 
you attacking the famous bridge over 
the river Kwai (a mission on which you 
may actually encounter elephants), 
sabotaging an enemy aircraft carrier 
from the inside out, and rescuing 
captured P.0.W.s in a daring raid at 
dawn. Overall, it looks like there’s a lot 
of war to be fought in Medal of Honor 
Rising Sun, and we can’t wait to enlist 
this fall. ERIC BRATCHER 


PREVIEWS ¢¢ 


Some of the most tension-filled moments in MoHRS are those in 
which everything appears calm. Creeping slowly up the serene river 
in mission three, realizing you're a sitting duck for the snipers whom 
you know are hidden all along both banks, we found ourselves 
nervously wishing for the safety of a simple firefight. 


In a boat, there’s nowhere to 
hide—it’s snipe or be sniped. 


ii 


A You can't always get by with just stealth. Sometimes, you have to A There are branching paths. Here, you get off the boat to chase 


just lock and load, and open fire. 


down a scout running to warn others that you're coming. 


| =) fvi An up-close look at 
S5 the game in action 


You aren’t confined 
to just your handheld 
weapons. You'll occa- 
sionally take command | 
of bigger guns, like the | 
| one on this PT boat. 


Look at the size of | 
these battleships. This 
level is massive, and 
you'll spend some of 
your time actually 
inside the big boats. | 
Just don’t get squished | 
if one falls over. 


EA claims that 
these particle 
effects (the | 
splashing water, —_| 
smoke, and flames) | 
are real and will | 


soon look even 
better! We can’t 
wait to get blasted! | 
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GAME INFO PUB/DEV CAPCOM | TYPE SURVIVAL HORROR | REL DATE 2004 | MAX PLAYERS 6 (ONLINE) | ESRB RATING PENDING 


The Cast 


ALYSSA 














A There can’t be anything cooler than walking through a zombie-infested city, with a gang 
of friends watching your back. However, one of those friends could be a zombie... AAHHHH! 


RESIDENT EVIL jer 
OUTBREAK 











Chilling new screens from Capcom’s fright fest 


hile there has been no 
new info revealed on 
Capcom's upcoming, 
online-compatible 
survival horror title, 
we've still managed to sweet talk the 
company into giving us this handful of 
new screens. And, as you can plainly : | A We can’t wait to revisit some of 
see, teamwork is going to play a very 4 - ; the places in the old RE games. 
important role in this game. : 
Now that a true single-player mode 
has been added, you'll have plenty of 
opportunity to practice your friendship 
skills offline, first. STEPHEN FROST 


¥ While Jill is the master of unlocking, Kevin 
is obviously the master of... crawling? 














A true RE game finally shows up on the PS2 
and its online? Yes, Capcom does love us! 











Helping Out 
Helping 


One of the interesting features of 
Outbreak is the ability for charac- 
ters to actually help each other, 

especially when they are wonded. 
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s bizarre as it may sound, 
Crystal Dynamics’ 
comedic actioner known 
as Chain Gang actually 
sports quite a bit of 
promise. Formerly known as Spanx, 
this secret title from Eidos utilizes the 
teamwork capabilities of title stars 
Spanx and Redmond as they attempt 
to escape an animal testing facility. 
The pair will incorporate the chain 
that binds them 
together as both an 
offensive and 


An interesting idea for a platformer to be 
sure, We want to see more! 





defensive weapon. 

Of course, that’s only scratching 
the surface of what this ambitious 
undertaking really offers. Expect a full 
preview on Chain Gang soon. 

JEREMY DUNHAM/STEPHEN FROST 












> Former lab 
animals, these two 
“heroes” just want to 
escape from their lab 
of captivity. 








82 / PSM:100% INDEPENDENT PLAYSTATION 2 MAGAZINE / #73 JULY 2003 













TNS PUB MIDWAY | DEV MIDWAY | MAX PLAYERS ONE | RELEASE DATE FALL | ESRB MATURE 


eveloped by the twisted 
minds at Chicago-based 
developer Midway 
Games, The Suffering is 
the world’s next attempt 
at survival horror. The Suffering follows 
a wrongly convicted felon named 
Torque through the depths of a 
haunted prison and its nine levels of 
ghastly terror. 
Torque has access to 10 different 
types of weapons and the ability to 


Could this game one-up Resident Evil in terms 
of sheer horror and madness? 


transform into a ferocious man-beast. 
Multiple endings, branching paths, 
and creature designs by Stan Winston 
are but a few of the planned features. 
Prepare to suffer Midway-style this 
coming Halloween. 

JEREMY DUNHAM/STEPHEN FROST 











<4 With the game’s 
Mature rating, you 
can expect plenty 

of blood, violence, 
and language. 


first-person view whenever 
you want. 











A> Visual 
Concepts is 
striving hard to 
make the 
players look as 
real as possible. 


NBA 2K4 


nternationally regarded as the 

best pure simulation of basket- 

ball on the market, the NBA 2K 

series seems to improve with 

every passing installment. 
The 2K4 edition looks to be the most 
ambitious of them all, however, as 
Visual Concepts is looking to add 
quite a few improvements to an 
already superior product. 

For the curious, some of these 

new additions include a better realiza- 





tion of the ESPN SportsCenter 
license, a revamped franchise mode 
(and enhanced trading intelligence to 
go along with it), as well as a larger 
focus on gaming outside of the tradi- 
tional areas. Expect more info on this 
one soon! JEREMY DUNHAM 





Already a top hoops game, can this year’s 
version make it to the finals? 








GAME INFO 


















isual Concepts’ football 
simulation may not have 
beaten out EA’s Madden 
franchise in terms of 
financial numbers last 
year, but the critical and consumer 
praise for the Sega-produced series 


This year’s game has a better chance of going 
up against the Madden powerhouse. 


PUB SEGA| DEV VISUAL CONCEPTS | MAX PLAYERS FOUR | RE DATE AUGUST | ESRB EVERYONE 








/ www.psmonline.com 


' visuals, Sega hopes to win this war 
with the improved gameplay. 


was at an all-time high. This 
year’s edition looks to expand 

upon the previous version's excel- 
lence with a new and more realistic 
SportsCenter look, over 1000 fresh 
animations (including sideline catches, 
gang tackles, and more), and a 
spanking new play-calling system. 

Also planned are easier to 
navigate playbooks and menus,and a 
new training camp. Expect it in 
August. JEREMY DUNHAM 









GAME INFO 





PUB/DEV CAPCOM | RELEASE DATE WINTER 2004 | MAX PLAYERS ONE | ESRB RATING PENDING 





GREGORY HORROR SHOW 











apcom’s upcoming title 

Gregory Horror Show has 

a lot in common with the 

Rocky Horror Picture 

Show. You can’t fully 
appreciate it until you've seen it for 
yourself. Gregory Horror lets players 
explore a haunted house. Players 
most solve puzzles scattered through- 
out the house as they attempt to 
recover enough lost souls to be able 
to leave. Like any good haunted 



















GAME INFO 





cclaim is going back to 
the proverbial drawing 
board for the next game 
in the Extreme-G series. 
The traditionally arcade- 
heavy, futuristic racing franchise will 
see the introduction of some simula- 
tion aspects to go with the name 
change to XGRA (Extreme Gravity 
Racing Association). 
This addition will bring a different 
structure to the game, introducing 












A haunted house that doesn’t involve 
zombies or shotguns? What's the address? 








house, not only is the one in Gregory 
Horror alive, it has its own agenda. 
Gregory Horror Show could very 
well be the sleeper hit of 2004. 
DOUG TRUEMAN/STEPHEN FROST 


¥ While the house looks like any haunted 
place you might find 
in a game, the 
inhabitants are 
certainly unique. 


~ ¥ You'll have to 
, explore every nook 
and cranny of the 
house in order to 
make sure you don’t 
miss any hidden 
™ puzzles or clues. 








A This game isn’t 
going to be for the 
squeamish. There’s 
plenty of blood to 
be gushed. 


warrior slave fighting to 
overthrow a corrupt 
Roman government—it 
might sound like the plot 
to the movie Gladiator, 
but it’s actually the plot to the 
game, Gladiator. 

Acclaim’s gladiator title is a pure 
hack-fest harkening back to the days 
of Sega’s mighty Golden Axe. Acclaim 
is implementing what it’s dubbing the 
“blood meter” The more brutal and 
impressive your attack, the faster the 











PUB/DEV ACCLAIM | REL DATE SUMMER | MAX PLAYERS TWO | ESRB RATING PENDING 





Speed isn’t the question—it’s whether the 
new elements will help or hurt the series. 








such elements as transfers and 
contract hires between teams and 
running commentary during races. 
Weapons will also have an impact on 
the courses this time around. 

This could make for one heck of a 
thrill ride. RANDY NELSON 


<4 The courses still 
have the design of 

H previous Extreme-G 
games, but the look is 
much darker. 


A Entirely new weapon 
systems have been designed 
for this sequel. 
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A> With urban 
clothes, non-tradition- 
al playing grounds and 
a unique soundtrack, 
this is definitely the 
most original soccer 
game ever, 


URBAN FREESTYLE 


SOCCER 


GAME INFO PUB/DEV ACCLAIM | MAX PLAYERS ONE | RELEASE DATE FALL | ESRB RATING PENDING 


7UA PUB ACCLAIM | DEV SILICON DREAMS | REL DATE MAY | MAX PLAYERS FOUR | ESRB RATING PENDING 


PREVIEWS 







We're told to expect 
e massive fights, but at 
early stage we'll have 









gauge fills. When it maxes out, your 
warrior can raise dead warriors to 
fight alongside you. 

With its dynamic camera angles 
and other cinematic touches, 
Gladiator hopes to capture the epic 
feel of the great gladiator flicks such 
as Spartacus. RANDY NELSON 





It’s still early, but the potential for massive 
gladiatorial battles is definitely promising. 















ith the sports genre 

continuing to grow 

and change, develop- 

ers are constantly 

looking for ways to 
innovate and reach a larger number 
of gamers. In the case of Urban 


7a 


We're always excited about new ideas in this 
or any other sports genre. 











Freestyle Soccer, Acclaim has 
brought a popular sport back to its 
humble beginnings. 

Players will be competing in the 
urban jungle, where reputations and 
street cred are on the line. You'll be 
able to select from over 50 players, 
spread out among sixteen teams, and 
each of them will have their own 
signature catch phrases, tricks, 
combos and special moves. 

STEPHEN FROST 
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STRATEGY 


Arc The Lad: TOTS 
Mh 2a 














PSM Challenge 
(EG) Wakeboarding 
Xe: Wolverine 


CODES 


91 007: Nightfire 
91 ATV Offroad Fury 2 
S| Black & Bruised 

S| Def Jam VENDETTA 
High Heat 2004 











Ei 











Midnight Club fl 
ZOE 2nd Runner 





Xe: Wolverine’s 
Revenge, p. 87 


Tips From The Team 
Slow and savory 

When your special meter is full, use 
R3 to add a slow motion feature to 
your combos. Take some time to 
savor your coolness. 


Keep on truckin’ 

If a challenge is too tough for you, let 
it go and move along. You can always 
come back to it when you’ve accu- 
mulated more stat points. 


> Amazing air is 
just one of the 
perks of being 
towed behind a 
speed boat! 


PSM at 


SE NROLL PERFES ¥ 
185 30 


EXTREME — 
WAKEBOARD! 


Producer Jeff Poffenbarger reveals his secret strategies 






















a 


ey | 


& 


Our Two Cents 
Here are a few more tips direct from the 
PSM hive-mind. Enjoy! 


Wake up 

The water physics in this game aren't just 
for show. The wake created by your boat 
acts as an omnipresent ramp, always 
ready and waiting to launch you skyward. 
Cut out to either side as far as possible, 
then hard cut back toward the wake. As 
soon as you start to cross the center of 
the wake, jump and you should be cata- 
pulted sky high. This is the only way to 
reach some of the higher rails in the 
game. It is also a great way to start a 
combo run. 


Join the Chain Gang 
The key to a successful run is a big 
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combo, but you won't be a high roller 
until you learn how to link multiple 
smaller combos into one big chain. One 
key move to master is the manual. 
Tapping up and then down on the con- 
troller before you hit the water will trigger 
a manual and keep the combo going. 
Another easy way to extend a combo is 
by rail sliding. Execute a combo, rail slide, 
then jump before the end of the rail. 


Tap, don’t hold 

Just so you know, this isn’t Tony Hawk, 
and you don’t have to hold the rail button 
down when grinding. Just tap it to start 
the grind, and as long as you keep your 
balance, you're golden until you leave the 
rail. Incidentally, you can control your 
direction when jumping off by pressing a 
direction and the jump button at the 
same time. This should enable you to 


<< THE WATER PHYSICS IN THIS 


GAME AREN'T JUST FOR SHOW >> 





delve into some very out of the 
way places. 


Radrecovery 

If you lose your balance while 
grinding and start to bail, don’t just 
take a header into the water. Instead, 
bust out a quick invert or grab trick. 
This will cancel the bail animation and 
you will land smoothly (and score 
more points on your combo!) 


Cut the cord 

Releasing the rope with the @ button 
is an absolute necessity in this game. 
If you stick with the boat 24/7, you 
will miss out on huge portions of the 
game. Just don’t venture so far from 
the boat that you can’t get back. 


The upgrade plan 

When building your character early 
on, focus on the Rail Balance and 
Jump Height attributes. By building 
those attributes first, you will be able 
to reach new areas quickly. Improved 
rail balance is also an asset when you 
are going for the big scoring combos. 
Keys to success 


Hold on tightly... and loosely 
Get used to the speed of the game 
before you start letting go of the rope. 


he 


A If you have your route down, the Video 
Shoot’s camera angles won't mess you up. 


It’ll keep you from stranding yourself. 
The moment you've gotten used to 
the speed, learn to let go of the rope. 
There are countless places you can’t 
go if you're still tethered to the boat. 


Jump around 

The double jump can get you into 
even more places you might not have 
gained access to before. 


The Video Shoot 

One of the hardest parts of the game 
is playing in the video shoot mode. 
The video shoot mode is played from 
the third person view, but the controls 
are relative to your boarder (think 
Resident Evil style). This can be very 
disconcerting at first. The easiest way 
to master a video shoot is to practice 
the section of track in Free Ride 
mode. Once you have memorized a 
combo there, start the video shoot 
and execute your combo from 
memory while ignoring what is on the 
screen. So long as you start at the 
right point, you should perform the 
combo flawlessly. 


A Ramp? You don’t need a ramp—you're 
carrying one with you everywhere! 


§ 




















The Guided Tour 


Producer Jeff Poffenbarger leads you 
through four of his favorite levels 


Lake Powell: 

“Lake Powell is the first level in the 
game, and so has some of the 
simplest lines. The great thing about 
Powell is that is will gear you up for 
letting go of the rope. The lines are 
pretty obvious and after a couple of 
attempts, the user will be riding like 
a pro, or at least looking like it” 


In the area shown in picture 1 
(below), jump your wake and let go 
of the rope, landing on the rail to the 
far right of the picture. Follow the 
rail to the ramp at its end, jump off 
the ramp and grab the rope back. 
This looks great, and is a good 
introduction to both the speed of 
the game and the timing aspect of 
calling the rope back. For it to 
look really cool, make sure your 
special meter is full and hit R3 to 
trigger slow motion right when you 
are grabbing the rope in midair. 
Very impressive. 





4 Early on, a trick like this may challenge 
you. Eventually, you’ll make it look easy. 












The Bayou: : oo 
“The Bayou is the second level of the 
game, so a lot of the grinds and 
“secret” locations should hopefully 
be obvious to the user. What | like 
the best is the line spelled out below. 
If you let go of the rope at the right 
time, you'll get so much speed that 
you'll jump completely over the 
boat. If your meter is full, this is a 
great time to check out the action 

in slow motion’ 


From the start of the level, grind the 
dock on the left hand side and let go 
of the rope. This will take you 
around the back of the houses, and 
eventually lead you back to the 
water. If you have enough speed, 
you can jump over the boat and land 
in the tunnel. 






















A Grind the dock, slide around the 
building, get good air off the fencerow, 
and try to hit the tunnel in the hill on your 
way back. If you can pull this one off, 
you're well on your way. 


Springfield: : : 
“This level ranks way up there for 
me. There are several lines that put 
you at the top of the level, and 
because there are so many 45 
degree turns, there are tons of areas 
where you can actually get into the 
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se HOW TO i 


boat. The challenges on this level, Here's a really cool line that will land of the rope, and land on top of the the streetlight pole), perform a 
specifically the Rescue the Animals you in the boat if you time it correctly. ramp in a grind, following it off the double jump. If successful, the rider 
challenge, are kind of quirky and add Set your restart at the area in the first end of the ramp and into the will land in the boat and you'll get a 
some humor to the gameplay. Having —_ picture below. When you start off, hit polework beyond. 25,000-point reward. 

a cow in your boat is high comedy.’ the quarter pipe on the right, let go Towards the end of the grind (on 


AY Hit the quarter pipe ramp (in the distant right in the screen above) just right, grind the ramp when you land, pull a double jump just before the boat moves under you (below left), and 
voila! You'll end up right in the back of the boat for a big finish, not to mention big points. Now, let’s go find ourselves some cows—they love boats! 


of the smaller levels in the game, but it’s packed 
to the gills with vertical grind lines. The player should definitely 
explore all the grinds in the level and let go of the rope a lot” 


When you are going past the Mayan temple (it is on the right), 
you will see a large tree approaching on the right. Grind on the 
far branch of this tree and the rope will be ripped out of your 
hands. Keep the grind and 

you will crash through a 

rock and enter a secret 

room that has flames 

coming from the bottom. 

Eventually the grind will 

take you back to the boat. 


the branch (damn Belize EN * / #BOARDSwIDES 


beautiful!) but you'll have to : & 7 4 a5 4 XI 5 


nail the trick yourself to see <e = 2 I y 


Faas 
the secret room. c 
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Xe2 Wolverine’s 


Reveng 


BOSS BATTLES 


Sabretooth — Round 1 

You can’t kill Sabretooth directly. However, if you 
whittle his health down into the red zone, a 
tanker will drop into the arena. Throw Sabretooth 
into the tanker three times. On the third hit, the 
tanker will explode and Wolverine can strike the 
winning blow. 


Wendigo 

When level 2.4 begins, advance until Wendigo 
appears, then backtrack to the entrance, where 
three soldiers will be waiting. Stun one, pick him 
up, and toss him to the waiting Wendigo, who 
will feast and move further down the tunnel. Do 
this three times and the Wendigo will lead you 
to its lair. 

When the battle begins, avoid Wendigo’s 
opening charge at all costs. When it slows down, 
hit it once to stun it, and grab its tail. Spin the 
Wendigo around and toss it over the side. When 
it leaps back onto the battlefield, jump over the 
resulting shockwave. Repeat. To finish the battle, 
wait until the Wendigo is near death and hovering 
at the center of the platform, then just run up 
and perform a strike attack. 


Sabretooth — Round 2 
Sabretooth’s initial attack consists of four succes- 
sive swipes. Either wait for the attack to finish 
and counter with a claw attack or block it and 
then jump behind him for a strike attack. If you 
can get close enough, grab and throw Sabretooth 
into the flaming trucks for extra damage. He'll 
soon start heaving flaming barrels at you. Don’t 
bother with physical attacks—he's invulnerable. 
Instead, just hit the barrels back at him. 
Sabretooth’s final attack finds him jumping 





A Juggernaut’s like a moth flying too near a bug zapper—a big, armored, psychotic, 
magic helmet-wearing moth. 


Watch if bub-this 
game’s gol claws 


towards you and unleashing a ring of very 
damaging fireballs when he lands. He's almost 
invulnerable... but not quite. A green cross on the 
ground marks where Sabretooth is going to land. 
Run to that point and perform a strike attack 
before Sabretooth touches down—you should 
gut him. 


Juggernaut 

The key to beating this strong, stupid enemy is 
misdirection. Hang out by the electrical posts at 
the side of the arena. When Juggernaut rushes 
you, sidestep at the last moment. He will hit the 
pole and be left stunned and vulnerable to 
attack. Repeat. 

Soon, Juggernaut will start leaping towards 
you, releasing his own shockwave each time he 
lands. Jump over the wave and resume leading 
him into the electrical posts. As a last resort, he'll 
switch to a double wave attack in which a low 
wave is followed by a high wave. Jump the first, 
duck the second, and keep goading him into 
tackling the poles. Eventually, Colossus will show 
up. Stand in front of him and perform a strike 
attack to unleash a finishing special. 


Magneto 

Once you've learned his flight pattern, Magneto’s 
a sitting duck. The trick is to wait until he hovers 
in place and then perform a jumping attack. You 
can get in an additional hit or two on the ground 
if you move quickly. 

Magneto’s first attack is a ball of energy. It 
moves quickly, so your best bet is to block it. For 
his secondary attack, Magneto will use his 
magnetic powers to throw debris, which you can 
either block or dodge. Finally, Magneto will also 
use his magnetic powers to lift Wolverine off the 
ground and drop you from on high. The drop isn’t 


aoe — 
A Wendigo is a seri 








A Sabretooth is tough, but hurling him into a flaming 
truck will still leave a mark. 


pretty, so if you get snagged, wiggle the control 
stick immediately to escape. 


Lady Deathstrike 
You've got ten minutes and no healing factor for 
this battle. Let’s get gritty! 

The initial moments are relatively simple. 
Attack Lady Deathstrike until she is dizzy and 
then perform a strike attack. Do this three times 
and you will toss her across the room and knock 
her out. Climb the ladder to the next area. 

You must destroy all four contro! boxes to 
disable the electric fence. You can ignore Lady 
Deathstrike here, but if you have the time, fight 
her for a bit. It’ll make the next section easier. 

After you have cut through the fence, 
Wolverine will be surrounded by six electrical 
poles. Once all of the poles have turned on, 
attack one while facing Lady Deathstrike. This 
will send a charge at her and is the only way to 
damage her in this section. Tread lightly, 
though, as Lady Deathstrike will try to do the 
same to you. Jump to avoid her attacks. When 
she is knocked down, run up the stairs to the 
final battle. 

Run to the outer edge of the helipad and 
position yourself so that Lady Deathstrike is 
between you and the edge of the pad. Lay into 
her with everything you've got, pushing her to 
the very edge of the platform. When as she tries 
to catch her balance, hit her with a strike attack 
to finish the game. 





= a 


jous carnivore. Unfortunately for this guy, enemy 


soldiers are the only meat you have handy. 
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TAKE THE 


PSM 
CHALLENGE! 


RULES You can’t send an entry for 
each challenge. If you cheat or use 
codes, you'll be disqualified. The final 
letter for the contest will be accepted 
on August Ist. If there are multiple 
winners, the final winner will be decid- 
ed by the best paragraph that explains 
why you're the winner. Send a picture 
or a videotape (non-returnable) and a 
short paragraph explaining why you're 
the winner. Sorry, no e-mail entries! 
This contest is open only to readers 
living in the United States, age 18 
years or older. PSM reserves the right 
to substitute prizes of equal or greater 
monetary value, if necessary. 


SEND YOUR ENTRIES TO: 
PSM July Challenge # (the 
challenge you're entering) 

c/o Future Network USA, 150 
North Hill Drive, Brisbane, CA 
94005. 





THE CHALLENGES 


Unlock the two hidden char- 
acters and photograph of 
videotape their status screens. 


Unlock the “halo” part for 
your character, and photo- 
graph or videotape your freq 
wearing it. 





Achieve a Vigilante level of at 
least 50, then photograph or 
videotape the screen 
showing your level. (Hint: if 
you're having trouble, think 
Brown Thunder.) 


Don’t waste your time with weapon 
attachments that have elemental quali- 
ties. You're better off going with attach- 
ments that increase your avoidance, 
strength, defense, or counterattack stats, 
or those that inflict a status effects like 
sleep or paralysis. The exception to this is 
the last battle, in which you'll want all the 
anti-dark stuff you can get. 


THIS MONTH’S 
PRIZE PACKAGE 
Enter the Matrix game 
RTX Red Rock game 
IndianaJones and the 
Emperor's Tomb game 


A. Always carry lots of Spirit Stones. Serious 
attacks like Delma’s Big Bang are expensive to 
cast, but worth every stone. 


There are two very good reasons to play 
through the high-level arena battles in 
Cathena and Rueloon—completing them 
is the only way to unlock the game's two 
secret characters. We don’t want to spoil 
the surprise for fans by revealing who 
they are, but we will offer a hint about 
one of them: both characters are from 
previous Arc games, which took place 
500 years before this one. Now, which 


MARCH WINNERS 
Doris Soetanto, Boston, MA 
Van Duong, Los Angeles, CA 


Greg Fein, Centennial, CO 


Elementary, my dear weapon 


Ladies and Gentlemen, the Guess Who! 


















inc. 


A Make the world safe for all by using our strategy 
guide to slaughter anyone who opposes you. 


vv “Whaddaya mean 
I have man-boobs? 
I’m the King of the 
Deimos! Raaarrr!” 


characters would still be around after 
500 years? 


Skewering Skeksis 


Get all Raid on this insectoid boss’ ass by 
ignoring her protectors and concentrat- 
ing on lacerating her ovipositors, one 

at a time. When you've worked your 

way up to her body, keep a bit of dis- 
tance and space your characters even- 
ly, so her attacks only hit one of your 


¢ characters at a time. 


Check this, buddy 


When you're answering the soldier’s 
questions at the checkpoint, your 
responses to the first three questions 
don’t make any difference whatsoever. 
However, the correct answer to the 
last question is “Darkham Ekid na 


Uncover the Underground 

Stuck trying to dig out the 

Underground in Sulfas? Here’s the 

plan: enter the item store where the sol- 
dier is harassing the woman. Then, go to 
the bar and talk to the bartender. Talk 
to the townspeople, then re-enter the 
item shop. If you’ve chatted with all 

the right people, Kharg will send 

the soldier on a wild goose chase 
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HOW TO * 





and the woman behind the counter will tell you to 
talk to her husband. Speak to him about the resist- 
ance, then talk to the bartender again. Read rule 
#7 on his sign, and press the button. 





Terrific Tele-Op-eration 


To collect the parts for the Tele-Op, go to the 
Parenz Ruins and examine anything that seems to 
have a spotlight shining on it. To get the 200 spirit 
stones, go down the elevator at the back of the 
mine, kill the monsters, and press the TNT plunger 
in the rear of the cavern. And yes, you must do this 
even if you have 999 spirit stones already in your 
possession. We don’t know why. 


» Completing 
the Tele-Op 
enables you to 
use the Big 
Owl's Beam 
Cannon to 
inflict serious 
damage from 
above. 


Level the Lakelta brothers 


These bumbling badasses aren't too tough if you 
break up their teamwork. Hit them with items and 
attacks that inflict poison or sleep, and send some- 
one tough to stand guard over their intended victim. 
Concentrate on dispatching them one at a time, and 
they'll fall quickly. 


Rocking the mine shaft 


To get the portable radio, go inside the mountain 
stronghold and press the console with the red light 
on it. Take the elevator down, and look for a rust- 
colored motorized cart. The radio is attached to it. 


To move the dog guarding the chest, you need a 
bone. Find one by searching the ground (press ®)) 
near where the old man is wandering in Milmarna. 












Monk-ing around 


Lambda Temple is a bit misleading. When the priest 
first sends you to talk to the warrior monk, he does 
not mean that you have to win the tournaments to 
get through the gate. Instead, head back out the 
way you came to trigger a cut scene. 






The days before card catalogues 


Stuck in the Library? Look at the two dragon carv- 
ings in the rear of the book room, then head out to 


Desert directions 


he Kanara Desert Maze plays tricks on you, 

hiding some paths and warp holes on certain 
screens so it seems like there are even more 
warp holes than there actually are. You could 


wander there for hours, or you could follow the 
following step-by-step path to safe passage. 


Entrance Screen — Go up to the first desert maze 
screen. 

Ist Desert Maze Screen — Use the path that 
heads to the right. 

2nd Desert Maze Screen — Go up to the upper- 





the museum room and take the eyes from the 
dragon carvings on the wall there. Return to the 
book room, put the red eye in the left dragon and 
the blue eye in the right dragon, and you're in. 





A Believe it or not, these two heavies are pushovers for an 
ass-whupping machine like yourself. Just take ‘em one at a 
time and you'll be victorious. 





Elder Slothian : 
se ...Aaaah... 





rs Oo, 


A Trapped in paradise? First talk to the slothian on the edge 
of the pier, then head one screen westward to hassle sleep- 
ing elders until they talk. 


Déimos should bevarriving any, 
minute. 





4 Droguza gets tougher every time you fight him. 


Big Boss Men 


most sand storm (the four rightmost whirlpools 
on the map). It has a half-sunken, bomb/column 
looking device to its upper right. Jump into this 
sand storm. 

3rd Desert Maze Screen — From the spot that 
you emerge, head to the left. 

4th Desert Maze Screen — Head past the first 
sand storm to the storm at the upper left. It has a 
broken piece of stone on the low hill to its lower 
right. Dive in. On the map, this is the leftmost 
sand storm. 

5th Desert Maze Screen — From the spot that 
you emerge, head to the upper right. From here 
you will exit the Kanara Desert. 


The final battle with Droguza (you'll know it when 
you get to it, trust us) is one of the most challeng- 
ing in the game. Take lots of healing herbs and 
revival items, and get in close as quickly as possible 
to avoid his tail laser. His up-close attacks do less 
damage, and you have a greater chance of getting 
free counterattacks and combo attacks. Finally, if 
you have bombs, now is a great time to use them— 
Droguza has about 2000 hit points. 


Demolishing Darkham 


Emperor Darkham and his protectors have very 
strong attacks and very high armor class. Match up 
with them, making sure that someone is standing 
directly in front of each enemy—this will minimize 
the chance of them double-teaming you. Use all 
the spirit stones you have in this battle, and don’t 
forget the Big Owl—its hyper laser can lance 
Darkham for around 300 damage each time. You 
should have Strongest Herbs and Dilz Bombs by 
this time—stock up and use them like it’s 1999. 


Meshimgen mayhem 


The battle against the Meshimgen is actually a puz- 
zle. You can’t use spells, skills, or items, and each 
Meshimgen is only vulnerable to a specific charac- 
ter’s physical attacks. All you have to do is match up 
each Meshimgen with its corresponding party 
member (not to spoil it for you, but it’ll quickly 
become obvious), and you'll take them out easily. 





cific party member. 





Gutting Getmann 

Use some heavy magic right at the start to thin out 
the horde of Meshimgen (now vulnerable to all 
attacks) and revive any party members you may 
have lost during their opening attacks. Space your 
fighters out, so the Meshimgen can’t pummel you 





A The warp holes in 
Kanara Desert are subtly 
different in appearance. 
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with their area attacks. When you get them under 
control (they'll keep coming, so always be ready), 
send two or three party members off to attack the 
main enemy. It takes damage pretty easily, so you 
shouldn’t have much trouble taking it down. 


Voli In Yewbell, in the room above the bar, talk 
to Span. Then, look underneath a rock in 
The Edge of a Sea of Trees. 

On the table of an empty conference room 
(On the right-hand side.) in the World 
Alliance Assembly Hall in The Republic 

of Cathena. 


Vol 2 


Vol 3 
Vol 4 In the basement of The Mountain 
Stronghold (After a new member joins 
Kharg’s group.). 

On top of a barrel near the Appraiser , 
in Milmarna. 


Vol 5 


® You'll find your 
first Ancient 
Tablet in Geedo’s 
house, but you'll 
have to wait 

until the chest 

is unlocked. 







































4 Getmann itself is fairly easy to kill, but you have to watch 
out for the Meshimgen that protect it. 






Laying it down on the Lord of the Black Abyss 
This is a confined battlefield, so be wary of your loca- 
tion and stick to the sides and the rear. If you're too 
close, he'll start sucking your life away, and the mid- 
dle is a death zone unless you're heavily dark resist- 
ant. Make sure to have plenty of revival medicine and 
at least two characters with the revival skill. Also, this 
is a dark-themed boss, so any sort of anti-dark or 
pro-light items are worth their weight in gold. Be 
warned: this battle takes forever and a day, so be 
sure you pack a lunch. 

The key to this boss is patience, plain and simple. 
Kill the smaller enemies it spawns until the black 
mist evaporates (about every fifth lesser enemy). 
When the mist is gone, he’s vulnerable. However, you 
can’t crowd him because he has a life-sucking attack. 
Try to hit him hard, but with as few characters up 
front as possible. (Iron arms and Dilz bombs are use- 
ful here). Also, know that he'll come out of this state 
after a random interval by unleashing a huge forward 
blast of darkness that seriously damages anything in 
its path. Get in and get out, or you'll have some dead 
warriors on your hands. 


A meana Arena 


In addition to unlocking secret characters, the various 
arenas in the game are fantastic places to level up 


ALPO FOR PYRON 


Fe food you feed your Pyron will change the 
color of its energy, its level of inspiration, and 
its condition. Each time its inspiration bar reaches 
full capacity, it will learn a new attack. Which 
attack it learns is indicated by the color of its 
energy bar at the moment the inspiration meter 
reaches 100%. Make sense? We'll leave the 
Tecipes up to you, but here’s a quick breakdown 
of what attack will result from each color energy. 


v “By the power 
of Grayskull” 


your characters and gain some 
cool items, so long as you can 
afford the entrance fee. Here are 
some things you should know 
about them: 


Cheapskates R Us 


The enemies in these battles yield 

experience points, but they do not 

drop items, spirit stones, 

or gold. Don’t use up all 
your supplies. 


Darc the Daring 


The first arena you 
encounter in Orcoth gives 
you a chance to level 








Green energy = Cyclone Ball 
Yellow energy = Quake Ball 
Red energy = Blast Ball 

Light Blue energy = Sleep Ball 
Dark blue energy = Aqua Ball 
Purple energy = Venom Ball 
Gray energy = Demon Ball 
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Item Quest: Spirit Dictionary 


In the back alley of the Main Plant in Sulfas. 





Item Quest: Ancient Tablet 


Tablet! Inside treasure chest in Geedo’s House. 

Tablet 2. On the floor of the item/weapon shop in 
Drakyrnia. 

Tablet 3 Near the entrance to the cave in Dragon 
Bone Valley. 

Tablet 4 On the floor of the room (after 
Bebedora joins) in the Coleopt Shrine. 

Tablet 5 —_In the back alley of the item shop 
in Rueloon. 

Tablet 6 Inside the Pyramid Ruins. 

Tablet 7 _In Chaos Forest with Bebedora. 





Darc up to comically overpowered levels. Spend a 
couple hours fighting through the entry-level battle 
four to six times. Darq will become so powerful 
that it effectively breaks his portion of the game for 
quite some time. 


Ruffian roulette 


Incidentally, the enemy patterns you encounter in 
arenas are not scripted. The CPU chooses your 
opponents for each round randomly. However, it 
chooses from a pre-selected range of enemies that 
changes depending upon which player characters 
are participating in the battle. Thus, if you “die” 
(death in the arena is not real death), you have a 
good chance of meeting different opponents, or at 
least the same opponents in a different order, if you 
try again. 





A The groups of enemies you encounter in the arenas are slightly randomized, so be 
ready for anything. 


Def Jam VENDETTA 


The faster way to unlock items and characters. Go 


into Battle mode, get to the character selection 
screen. Once there, hold all four shoulder buttons 
and enter any of the following codes. 


Briggs’ second outfit 
Briggs’ third outfit 
Tank's second outfit 
Tank's third outfit 
Proof’s second outfit 
Proof’s third outfit 
Spider’s second outfit 
Spider's third outfit 
Cruz 

Steel 

Drake 

Dan G 

Arii 

Masa 

Peewee 

Peewee's second outfit 
Ruffneck 

Ruffneck’s second outfit 
Chukklez 

Iceberg 

Nyne 

Sketch 

Sketch’s second outfit 
Moses 

Pockets 

Snowman 

House 

Headache 

Zaheer 

Razor 

Razor’s second outfit 
D-Mob 

D-Mob’s second outfit 
Method Man 

Redman 

Nore 

Ludacris 

DMX 

Scarface 

Funkmaster Flex 
Manny’s second costume 
Omar 

Deebo 

Deja 

Tai 

Opal 

Penny 

Carla 

The Warehouse 
Grimeyville 

Club Luda 

The Dragon House 
The Junkyard 

The Face Club After Hours 
Def Jam 

Def Jam VENDETTA 
The Bounty Club 


Midnight Club 2 


@©O@O 
Q®O®O 
Q@0O6 
©@QO@® 
Q©@@O 
@@@OO 
Q@O@OO 
QOO®O® 
QO©O@O 
@@©@OO® 
@©OO0 
@O®OO 
@@6O00 
@OOO® 
@@@OO 
@@O6O 
QO©@OO 
©OO@O 
(OTOTETO) 
©©OO0O 
QOL®O® 
@©@OO@O® 
®O@OO 
@@OO0O® 
®@OOG® 
@©@@@O 
®@OO® 
@@O@OO 
Q©O@® 
@@O@OO® 
©0@6® 
©©6O0®0 
@Q@©O0@0 
©QO®O©O 
QOGO® 
QG©OOO 
QOOO@S 
Q®OOO 
QO©@2OO 
Q®©OOO 
QG©@OO@O 
QOOOS 
QO@@O 
O@OO® 
QOOLO 
QOOO®S 
Q©@@O 
COC@O® 
@@O@O@ 
@Q©O@O 
QDO6O 
®Q@O@O 
IOTOTSIS) 
Q0@OOO 
Q©O@O 
®O®@O® 
@@OO00 


Enter codes in the Cheat Codes section of the 


Options menu. Be aware that the codes are 
case-sensitive. 


A The rocket car 7k sHiicutousty fast—you'’ve gotta try it! 


Unlock all locations and cars in arcade mode: 
rimbuk or pennyThug 

Unlock all cars in arcade mode: 

theCollector 

Unlock guns and rockets (L3 and R3 to fire): 
savethekids 

Unlimited nitrous (both cars and motorcycles): 
greenLantern 

No collision damage in arcade mode: 
gladiator 

Adjust game difficulty: 

enter the code “howhardcanitbex”, where X is a 
number between 0 (the bare and 9 (the 
hardest) 


X2 Wolverine’s Revenge 
Cheats are activated from the main menu. 


Unlock all costumes: @OQ@QOOO(@:wB) 
Unlock all Cerebro files:® © @@ @ @ (ao: aw) 
Unlock all levels: ©O@O060O(ma-m@) 


Unlock Pause Menu Cheats (invulnerability and 


freeze frame): ®@®OOG@OO 


(@+ca+m@+c) 


Grand Prix Challenge 
Unlock Ace Al 

Unlocks All Tracks 
Unlocks F1 Challenges 


REDJOCKS 
TEAMPEEP 
IMHRACING 
¥ z : 


Black & Bruised 
Unlock Intercontinental mode: 


= ®@@®OOOGOOk, 


Unlock all 2nd skins: 
& O©DOO*, 


Unlock all boxers including trainer: 


= @QO@OOMMOOWE, 


Unlock dump environment: 


F, ODODE, 


Invulnerability: 


= @@OOmmOOk, 


Unlock all chapters: 


= @OOmM@QOOME, 


High Heat 2004 

Unlock debug menu 

From the pause menu, press @ @ © © @a@ to 
access the cheat menu. Then, press 

+ @+ G+ @ to unlock the debug menu. 


4.5 f 
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The debug menu enables cee 
the “ball cannon”, which enables 
where your hit will go. 5,725 





ZOE 2nd Runner 
Unlock Zoradius mode 
Beat the game. Then, in extr 





fighting, press pause, then ente 5 
the Konami code: TO >< 






007: Nightfire 
Choose “Codenames”, load yo 

enter the codes at the ee 
and select “Save Codename” 
edit screen. 


> It’s not as 
sleek as 007’s 
Vanquish, but 
the assault 
vehicle packs a 
serious punch. 


Unlock all missions: ‘| PASSPORT 
Unlock all characters: aes PARTY 
Unlock all multiplayer scenarios: GAMEROOM 
Unlock explosive scenery: =~ ~BOOM 
Unlock all gadgets and weapons: Q LAB 


Driving cheats: while driving, p sdk e game, 
hold ap, enter the following, th n re lease aD: 
Vehicle armor: ©O@©@OOO 

Double speed: 650000 
Motion blu: @OQO@ ; 


Double speed + motion 6 vi 









mission): 
mission): 


ATV Offroad Fury2 
Codes are entered by choosi Pr 
Unlock Items, and finally Chi 


ie 


Unlock tons of stuff: ___IGIVEUP 

No wrecks: « _-FLYPAPER 

Unlock San Jacinto Isles: ti, GABRIEL 

More aggressive opponents: — ae __ EATDIRT 
ey 

NBA Live 2003 ar 

Unlock hidden rapper Peer a 

Go into Create-a-player mox jes er the fol- 

lowing last names to unlock s lebrity play- 

ers. Once entered, press ® ai | should hear 

a confirmation tone. These uld then be 

available as free agents. e 

Busta Rhymes _——- FLIPMODE 

Fabolous _ GHETTOFAB 

DJ Clue | SS = _ MIXTAPES 

Hot Karl ia 

Just Blaze 

B. Rich 





ee Te 



















PSM Letters 150 North Hill Drive E-mail: 
c/o Future Network USA Brisbane, CA, 94005 USA psm@futurenetworkusa.com. 














A. Like it or hate it, cel-shading is probably here to stay, at least for a little while longer. 





RANDY’S TIP 
OF THE MONTH: 

“You should always be 

wary of strangers, 

especially ones 

carrying staffs and 

wearing hoods that 

obscure their faces. 

Sure, they may act p 

feeble and probably ‘ Slash, anznroses@yahon.com 
ask you for some kind 

of favor—but chances ERIC ui: 

are that, years later, : ; 

they will turn out to be : 
the arch enemy that’s 
been dogging you your 
entire life. Tomboyish 
women, on the other 
hand, generally turn 
out to be princesses of ; : x 
lost kingdoms, so ith googly eyes and a sn ace. To give th 
they’re alright.” y ssic vist 











A 


A The PSM staff: friends to those who need no friends, 
enemies to those who have no enemies... How true that is! 


Is it just me or does Xbox get all of the exclusive 
extras? | just recently read that Xbox is getting 
Dance Dance Revolution and will have Xbox Live 
support, so they can download new characters 
and levels straight off the Internet. They also get 
Silent Scope Complete, which will have all three 
Silent Scope games and will feature lightgun 
support (something PS2 never got). Right now it 
just seems like Xbox gets games that are also on 
PS2, but with extras. Do you think this will ever 
start happening for the PS2 fans? 

T. Nguyen, |_squall_@hotmail.net 





2ANDY The simple fact is that we (and by 
“we” | mean PS2 owners) have the overall 
advantage because we get the games first— 
DDR and Silent Scope are just examples. 
Added bonuses in ports to other consoles 
serve to increase the chance that people 
who own both systems may buy the same 
game again for the new extras. 

I can think of one big example—Splinter 
Ce/l—where the PS2 version was released 
later, but ended up having more content. 


In the Newsfeed section of the May issue, it 


| once had to find a man who had a battle 


| had to cry in the store so my mom | remember when | was 15 and WWF 
Ta kk eB Al would get me G7A3... and I'm 13! Attitude came out. | biked for two miles to hatchet. | then had to take it to the 
Ricardo Villa, Columbus,OH _get it, but | was a dollar short. | proceeded +—= women with a rat's tail and eat that. This 
EACH MONTH we post a new question : to bike two miles home.and get another let me jump to the hidden ledge where | 


on our website at psmonline.com, and 


print the best answers here in our Letters 
section. Give PSM a piece of your mind! William Yuen, Brooklyn, NY —_and then another two miles back home. store... dodged the guards... and got my 


This Month’s Question Was: Bie 
“What's the craziest thing you ever did to Beg my brother. He is evil. 
get a game?” Samantha Diller, Port Carling, ON 


Six miles, and the game sucked. 
Eshoo Kak, Philadelphia, PA Kyle Wertin, Lecompton, KS 


(€{=) (0) dollar, bike two miles back to the store, found $60! | went in my videogame 


game. Now THAT was work! 
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DOWNTIME 


Hey, only 99% of our time is spent on 
playing games! We do other stuff, too! 








ae 


A Chris learned the hard way that, unlike Chia 
Pets, Grow-Your-Own Interns also need food. 


A Solid, Liquid, and Solidus Eric take revenge on 
Randy for calling Metal Gear’s plot “implausible.” 


A You can’t tell from the photo, but Steve is 
actually regurgitating his chips back into the box. 


A Using only a dab of super glue, Bill finally puts 
an end to Randy’s odd method of removing CDs. 





stated that Sammy was “the creator of Guilty 
Gear X2” This bit of false information bothered 
me because | know that some jaded fanboy is 
just going to regurgitate this to me down the line. 
Sammy DID NOT develop the Guilty Gear series, 
they only published the American release of 
Guilty Gear X2. Arc System Works is the 
developer of the GG series. | swear... next y'all 
will be saying that Atlus somehow developed the 
original Guilty Gear for the PSX! To make a long 
story short, get your facts straight, people. 
Shaft, Shaft24k@aol.com 


In most cases, people associate the 
publisher of the game with who makes it. 
For example, Electronic Arts has several 
games developed by outside companies, but 
people still consider them EA games. It is 
true that ASW developed the game, but it 
was Sammy who handled the distribution 
and promotion of the title. So, most people 
will associate Sammy with it. So, yes, you 
are totally correct in your statement. 
However, since most people are only aware 
of the publishers, we tend to focus on them 
when talking about games. 


Eric, every issue or so you mention a certain 
“missing” sequel to Legend of Dragoon. Do you 
have any idea if someone, anyone, is thinking 
about making one? If so, please share it with us 
devoted fans out here. | think Legend of Dragoon 
is one of the greatest RPGs ever created, and 
have been scanning every PSM issue that | get 
just to see if someone has done anything with 
it. I'm just getting desperate here, and there's 
no telling what I'll do if | don’t start seeing 
some results! 
Nosh Pare, 
yoyomonkeyjoe@yahoo.com 


- Finally, someone who shares my pain! 
The only information I have about LoD II is a 
source deep in Japan who told me quite 
some time ago that it was underway. But 
many projects have been axed since then, 
and until Sony itself says something (even 
off the record), it’s all just speculation. 
So, no real news, but | promise to let you 


know the minute we hear anything at all. 
In the meantime, perhaps if we all think 
really hard, we can simply will the game 
into existence. 


When | turn on my PS2, the System Browser 
takes a long time to load up my disk. Is the 
system burning out, or is it because there's a lot 
of information on my memory card? Can 
somebody please throw me a bone here? What 
is happening to my beautiful system? 
Cord Greenwall, 
codub36@sbcglobal.net 


Does it happen with all discs? If so, 
it would be worth having your system 
looked at by Sony. Otherwise, it might 
just be a problem with one (or some) of 
your game discs—scratches and the like. I’ve 
personally had games take several minutes 
to be recognized by the browser because 
they had a hair or something on them. Give 
that a shot. 


It looks like this year could bring us a bumper 
crop of games with FPS capability. | noticed at 
least a half dozen in the May 2003 PSM 
previews. Normally, this would really excite me—I 
have been a devoted FPS fan for years. However, 
my problem now is that | recently played Deus 
Ex: The Conspiracy, and it was so outstanding that 
most other games now seem boring by compari- 
son. Can you tell yet if any of these new FPS 
games will contain Dx-like flexibility and sophisti- 
cation? If not, can you recommend other games 
that do? And how about Deus Ex: Invisible War— 
are we going to see it on the PS2 soon? 
Evan Thomas, 
evan-thomas@houston.r.com 


Honestly, nothing really comes to 
mind. Deus Ex is such a great FPS, and the 
only thing | would really change is the 
framerate. There’s still a chance that the 
sequel will be coming to PS2, but it’s 
currently only officially slated for PC and 
XBox. We'll let you know more as soon as 
we know more. 





Sure, the PS2 looks 
good standing vertically, 
but will that position start 
scratching your game disks 
after a while? 


GAMES WE 
WANT TO SEE 


POP AND LOCK 

Players contro! Pop and 
Lock, two breakdancing 
robots with electric 
boogaloo coursing 
through their circuits. 
Their cash-strapped 
homeworld is about to 
be bought by an evil 
developer who wants to 
turn it into the galaxy’s 
biggest shopping mall, 
so the breakin’ ‘bots 
must find a way of out- 
bidding him—fast! 
Performing cool moves 
earns cash and defeats 
the developer’s minions, 
who are literally blown 
away by the mad 
displays of skill. The two 
can also perform tag 
team breakin’ moves and 
fire cassettes from their 
galactic ghetto blasters. 


WORK AT MCDONALDS!!! 
Peter Czosek, Lancaster, NY 


Get straight A's 
Jeremy Yang, Cupertino, CA 


Last year, | had to completely dig up my 
entire front yard and put down sod, just 
for Pac-Man World 2. :-( 

Brian Giffen, San Diego, CA 


Babysit my little brother and sister Just 
the concept of my little brother and sister 
is crazy enough. 

| literary traded my girlfriend for Winning Andrew Moore, Aurora, IL 
Eleven. My friend had the hots for my 
girlfriend and offered me $50 to break up 
with her, which | did (and don’t regret), 
because the game was cool as hell! 


Trick Snydertrick, Miami, FL 


| had to buy it myself! Let’s just pray that | 
never have to do that again... 
Brett Yanta, Whitby, ON 


Sleep with some guy... KIDDING!!! But | 

did dive 50 feet into a river in a bikini. You 

can only imagine what happened... 
Veronica Murray, WA 


The craziest thing | ever had to do for a 
game was put two pairs of underwear on 
my head and run around the block. 

Jude Throshin, Seattle, WA 


Sell my dad’s SEIKO watch. 
Nikesh Patel, Sugarland, TX 
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HARDCORE 
Just Like The First Time 


| consider myself a hardcore RPG gamer, 
and getting my hands on the long awaited 
Xenosaga was easily one of the best 
decisions | made. In my opinion, it will go 
down as another classic for Square. | do 
think it was a little easy. | beat it in a week 
(with no help from strategy guides, thank 
you). My question: Why, after completing 
the game, does it prompt you to save your 
progress? Will Episode 2 allow you to start 
with your previous attributes and weapons? 
Say yes, dammit! 

Zack, folketa@aol.com 





. Yes, dammit! At least, sort of. | 
believe that, if you were to beat the 
game, and then start a new game using 
that save, you would notice that all of 
the weapons, experience, etc. you'd 
accumulated would still be there. So it 
stands to reason that the sequel would 
also accept a completed Episode One 
save. However, it’s possible that Namco 
has some greater reward in mind. They 
would neither confirm nor deny when 
we asked, so it looks like we'll have to 
wait and see. 


4 LF F 4 


Oh no! I'm a Grandma! Yes, it’s finally happened. 
My daughter gave birth and put me in the 
“grandma” category! (At least it was a boy!) What 
is a gamer to do!? I've been at it for 28 years 
and now this! Should | hang up my controllers 
and start knitting? Do | have to trade in my 
nunchucks for a cane!? Should the only thing | 
am dunking be my teeth in a glass? | just don’t 
know what to do! Help guys! 

The Mom (not TheGrandma), 

harleydragonlady@wi.tr.com 


Are you kidding? You have the chance 
to introduce gaming to a whole new gener- 
ation! Whaddaya mean, quit? Your dunking 
is your business, but | think the only thing 
you'd better be knitting is a suit of chain 


| wore a cast like my arm was broken and 
people felt sorry for me and started giving 
me money and | earned $60.00 and 
bought Devil May Cry. 

Alex Hudson, Indianapolis, IN 


| had to take the train to the South 
Bronx!!! 
Steven Busiello, Staten Island, NY 


The craziest thing I've ever done for a 
game would be jumping off a 35 foot 
platform into a pool of water head first. | 
don’t remember much after that. 

Alex Rodriguez, Brownsville, TX 


| had to beg my parents—they refused. | 
shredded some of my dad’s paperwork—I 
got grounded. | begged some more—they 


—_ 


- IK ine 
500% =F 
GOR 





n.some issues, it’s written that you hit the other PSM 
i Staffers with a baseball bat. Is that actually true or do you 


just do that for laughs? 


Lulu, onionknight |Q@yshoo.com 


BILL Yes... 


QUESTIONS... 








YOU ASK 
| FEEL YOUR 
2 








Time shot. Steve—only when he plays Dance Dance 
Revolution. Randy—Sees? Yes. Touches? Only when his 
wife isn’t in the office. Eric—whatever you do, don’t 
ask him about the “Monkey Hand Puppet” incident. 


Gary—who do you think drives him to work? Dan— 
only if he’s been drinking. And me? Do I ever see or 
touch monkeys at work? Hell, no! Do I look crazy?!? 


One question, Bill. Do you or the PSM staff see or touch any 


monkeys while you guys are working through the day? 
Aaron Powers, 


universalwrestlingleague@yshoo.com 


If you take Brittany Spears and Hugh Hefner, what do you get? 
Nick Dailey, balla4lyf@hotmail.com 


BILL Uh... one really happy dead old guy? 


BILL | was afraid that this question would be asked 


one day and I took a sacred oath to answer it truthful- 
ly if it ever was, so here goes: Chris—he never fed his 
monkey, which REALLY explains this month’s Down 


mail. Think of how much fun babysitting will 
be? Gamer Granny rules. 


'm tired of pointless games! | know | can’t be the 
only one out there who has endlessly searched 
for a game with a plot, and has come up empty. 
I'm sick of games where you run around shooting 
people for no reason. | want a game with more 
context; a game where you do things for a 
reason and each level has some connection to 
solving the problem in the storyline. | mean, take 
Robotron X for an example. All the levels look 
the same and you're confined to a small square. 
There is no point to the game! It just seems that 
with all the new gaming systems, companies are 
just spitting out whatever comes to mind and not 
taking the time to add detail or even a point to 
the game! Maybe | haven’t been looking hard 
enough. Any suggestions? 

Link, LinkinParkArmada@aol.com 


I’m with ya, Link. I think there’s a 
place for simplistic arcade-style games, but 
I can’t stand it when even big budget 
“blockbusters” *cough* Devil May Cry 2 
*cough* just throw the same thing at you 
level after level without there being any 
clear meaning to it all. We’re pretty much 


The craziest thing | had to do just for a 
videogame was when me and my 
girlfriend were on the beach along with 
my brother and his girlfriend. And she 
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said | had to be good for a while. They 
bought the game... and gave it to me 
almost a year later. 

Curtis Lam, Huntington Beach, CA 





all in agreement over here that it’s high 
time game markers start putting as much 
money and effort into story and scripting as 
they do for graphics and sound. 


I'm a big fan of Linkin Park, too :-) 


| have found a solution (that works for me 
anyway) to allow the Playstation 2 to play blue 
and black colored discs when a disc error arises. 
All you need to do is switch off the PS2, turn it 
upside down and then switch it on again (with 
PS2 left upside down). It sounds crazy, but it 
works. Please let all the PS2 gamers out there 
know about this trick! 
Mark McKool, 
markmckool@hotmail.com 


That’s great to know, Mark. I’m sure 
that our readers will try that. Hopefully the 
procedure works just as well for them. 


Why do people like RPGs? | mean, is it the 
story? Maybe. The graphics? Could be. Or is it 
the gameplay? No, couldn’t be that. Are RPGs 
appealing to people because they are easy to 
play? The gameplay of ALMOST all RPGs is: 


Cry videogame! 


Have a question that requires a thoughtful, adult answer? 
Send an e-mail to bdonohue@futurenetworkusa.com, with 
“800-LB. Gorilla” in the Subject Line. 


WHERE ARE 
THEY NOW? 


MuuMuu(s) 
We haven't seen hide nor 
palm tree-like hair of 
these incredibly strange 
creatures since their 
appearance in Jumping 
Flash! 2, way back in the 
early days of the original 
PlayStation. PSM has 
received reports from 
Florida claiming that 
they are being employed 
as patio tables at some 
of the state’s beachfront 
resorts, but these 
sightings have yet to be 
confirmed. Randy 
suggests a “fact finding” 
mission is in order, but 
we think he just wants a 
free vacation. 


promised to buy me Devil May Cry for 
PS2 if | would suck my brother's toes and 
this was to be filmed on our video 
camera. Well, | now have my Devil May 


Rhoan Mindley, Baltimore, MD 


| begged for it. I’m 22. It's embarrassing. 
Audrey Tesch, Payne, OH 








ENTER THE DRIVE-THRU 


Nos This is 
insane! | have to get 
out of here! 


| said Aarge ~ 
fries, svr7a@// soda. How 
long is this going t: 
. take? __< 


I'm surrounded 
by Agents and 
the building's ow 

Fire: 


Niobe, this 
is Ghost. | 
have a bit of a 


There he is! 
Get tim! 


1. Walk and Talk—Talk about fun. Run around 
and ask people stupid questions and—in 
return—dumber answers. 
2. Fighting—lf running around like an idiot wasn’t 
enough, you get to line up in straight lines and 
take turns hitting each other. Now that is what 
Metal Gear Solid 2 was missing. 
3. Collecting—You know, if | was in an RPG, | 
would take all the “rare moon rocks” and “life 
restore potions” to a pawn shop and cash in and 
“level up” and get the bling. DOG! 
All three things can be done in real life, and you 
know what? The graphics are a lot better. 

Drew Sexton, daswolf06@yahoo.com 


Dude, where in real life can you line 
up in straight lines and take turns hitting 
one another? What kind of school do you 
attend, anyhow? 

Seriously, | think there are several 
elements of RPGs that appeal to people. 
The storylines tend to be more intricate and 
majestic than in other games, the character 
growth is satisfying, the combat is usually 
more tactical than in most games, the 
fantasy settings engage the imagination, 
graphics are usually exotic and otherworld- 
ly... need I go on? The more important 
question is, why do you have something 
against RPGs? Did you get beaten up by a 
D&D player whose lunch money you were 
trying to steal, or something? 


Being a fan of the old Colony Wars series from 


| had to watch KangarooJack with my little 
brother and three of his friends. | was so 
embarrassed at the theater walking 
around with four 6 yr. olds! 

Ellroy McFudel, Omal 


One time at Wal-mart, | actually had to 
~ BUY one! With my OWN money, too! Can 
you believe that!? 


| had to ride my tractor to the store, 
because my dad's car had flat tires. 
Jerry Garner, Huntington, WV 


“situation” 


Niobe? 
You're my 
backup on this 
mission--wAere 
are you? 


PS], | was wondering if there were any plans to 
issue new games on PlayStation 2? | would also 
like to see a game based on the Ace Combat 
series that uses World War | and World War II 
aircraft. | think the success of the Medal of Honor 
series proves there just might be some success 
for such a game. 

Brad, bthorn2 @bellsouth.net 


You're right, Brad—it is kind of odd 
that there aren’t more flight combat games 
that feature P-51B Mustangs and 


Crap/ The 
sentinels must 
have boarded the 
hovercraft! 
Niobe/ 


’ Chey, | wonder 
how Gfosz is .: 
> managing?) 


Sorry ma'am-- 
could you please 
repeat your orderP 





TECH TALK 
eos 


What happened to the Progressive Output for the PS2? | have a Sony 
HDTV set that is just begging for some sweet images. Also, can the 
PS2 go HiDef? 

Dennis Kollen, Address Withheld 


As it so happens, Sony just announced a new version of 
PS2 that supports progressive scan DVD output, though when 
it’ll show up on these shores hasn’t been announced as of this 


Got a job at an Electronics store, bought 
my game with a discount and quit right 
on the spot. 





Messerschmitt ME-109s instead of F-14 
Tomcats and A-10 Warthogs. And I, for one, 
and Bill for another, would love to take on 
the Red Baron, even if we have to fly 
Snoopy’s doghouse. On the sci-fi side, we’re 
starting to hear rumors that Sony UK is 
working on a new Colony Wars, so we'll 
keep you posted. In the meantime, TDK’s 
upcoming Star Trek: Shattered Universe 
definitely seems worth a look. 


writing. It’s conceivable that Sony will release upgraded DVD 
drivers for older PS2s to enable this feature, but again, as of 
this writing, no announcement has been made. In regards to 
high definition output for games, several PS2 titles already 
support this via a component connection and a progressive-scan 
capable TV—Tekken 4, The Getaway, SOCOM, and Guilty Gear X2 
are four that spring to mind. 


their complaints should be aimed at the game developers, not PSM. It sure 

didn’t change anything in the end—the re-review got the same result and it 

still isn’t any better then Virtua Fighter 4 or Mortal Kombat Deadly Alliance. 
god god, rufus_vil@yshoo.com 


Flying jets and shooting missiles is 
okay, but for a real test of skill, you need to 
master old-school, prop-driven dogfighting. 
Now that’s some serious fun! Well, there are a lot of reasons why I decided to “re-review” 
the game again. There wasn’t really any pressure from Infograms at 
all. It’s just that we felt that the original review didn’t quite grasp all 
the important aspects of the game. | wanted to talk more about the 
positive areas, such as the presentation. No, the game still isn’t in 
the league of the VFs and Tekkens, but it is still the best place to get 


your Dragonball fix. 


| can only imagine the heat you guys must of 
taken to go back and sort of re-review 
Dragonball Z Budokai. With so many good 
fighting games out there, that one deserves no 
special treatment. Only recently have anime- 
based games been half-decent, so | still think 


Once | had to break down crying in the 
middle of a BEST BUY store, just so my 
mom would finally give up and get me 
the game. 


There was only one copy left of The 
Getaway and | had forgotten my wallet, so 
| took the game, hid it in another area of 
the store (which was in a wooden cabinet 
drawer) until | returned with the money. 
Jesse Fortiscue, Brownsville, TX 


Feng Xiong, St. Paul, MN 
Evan Hift, St. Pete, FL 


Back in the day, | traded my cat for 
Mortal Kombat 2. 
Jaymes Winn, Baltimore, MD 


Nothing really crazy. My life is dull. 
Collin “Rare” McClain, Rio Linda, CA 


Daniel Acevedo, Chula Vista, CA 
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e° LETTERS 


Every month we take a look at the coolest PlayStation 2 fan 
art from the hottest new talents. If you'd like to see your 
illustration printed here, send us a copy! (We'll take 
originals too, but we can’t return them.) Address it to 


Or, even better, e-mail a hi-res version 


of the piece to us at 


. Be sure 


to label the subject heading “Fan Art.” Now get busy! :-) 


METAL GEAR SOLID 


=] 


UBSTANCE 


With Metal Gear Solid 3 officially on the way (and Metal Gear: Twin 
Snakes for our GameCube-playing friends), now is the perfect time for 
amazing Metal Gear fan art—and that’s just what RICHARD KWOK has 
served up here. This guy is so good, he even makes Raiden look like a bad 
ass, and he’s about as girly as videogame action heroes get! 


| had to square-dance with my mother to 
get FF8. 
, Salt Lake City, UT 


You don’t want to know. 
tf, Banbride Island, WA 


Chores... I'm never gonna do that again! 
, Henning, MN 


Clean my room. Trust me, if you saw my 
room, you'd realize how crazy that is. 
, Lakewood, WA 


| convinced my parents that the game 
would be beneficial to my health. 


, Cortez, CO 


Well, all | can say is that it involved drool, 


tree bark, a sneaker and some twizzlers... 
it gets pretty graphic from there... 
i , Carmel, NY 


| thought about getting a job for one, but I 
thought that was pushing it. 
, Wheatfield, IN 


Lets just say bottle of gin, a monkey, and 
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Ce Raaae 
Artist TIMOTHY LIM sends us his 
newest cool pic of Valkyrie Profile. 


Here’s a classic Peter Parker pic from 
presumed Spidey-fan ERIC MEISTER. 


We got this pretty picture of Xeno- 
saga’s Momo from SARAH LOUBIRI. 





a unconscious hobo can go a long way. 
«, Downers Grove, IL 


My lawyer says that | should not disclose 
that information. 
, Plainfield, IL 


‘Sleep with my wife... she's divorcing me! 


, Walla Walla, WA 
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Aliases: Lou, Luc, "Commander," Benjamin Jaker, Lucky 


DESCRIPTION 
Date of Birth: August 6, 196] Eyes: Blue 
Height: AS; Complexion: White 
Scars and Marks: Aker hasa U.S. flag 


Nationality: American 
tattooed on his right shoulder 
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VIOLENCE 
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Play as young knight, Seig Warheit, who must face off - 
against an old friend in this gothic action adventure. 
To fight, summon and command seven different warrior legions 
each with their own signature weaponry. 
Chaos Legion...a graphic masterpiece and savage gothic opera 


played out over 13 levels of real time, cut-throat action! 


“If you loved Devil May Cry, 
| you'll love Chaos Legion!” - PSM 





Blood 
Violence 





a2 _ Wass 


PlayStationse 


© SUNSOFT, © CAPCOM CO., LTD. 2003 © CAPCOM U.S.A., INC. 2003. ALL RIGHTS RESERVED. CAPCOM and the CAPCOM logo: are registered trademarks of C 
“PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a registered trademark of the Interactive Digital Software Associa 









Re ‘ 
icon is a: 





